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NEW MECHANICS AND 


7 he following mechanics and suggestions are to 
help you run a successful and fun Dungeons 
and Dragon Ball game. They are optional, so if 
they donît fit for the game you want to run, feel 
free to pick and choose what you want to use 
to achieve the tone you want. But, if you want a 
full Dungeons and Dragon Ball experience, it 

is recommended to use the majority of these, especially if you 
want to go to the insane heights that Dragon Ball typically 
reaches. 


DAMAGE AND HEALTH 

One concern you may have about running a Dungeons and 
Dragon Ball game is that Sth edition DnD and Dragon Ball 
inhernetly cannot mix. This is a valid concern. The scaling of 
Dragon Ball and Sth Edition are very different, but not 
irreconcilable. 

To help get around this concern and make it feel like a 
Dragon Ball game, it is recommended to increase the 
damage and health of player characters. Typically, the 
recommendation is to double them. For example, ifa 
character is a spellcaster and casts the spell fireball, which 
usually does 8d6 fire damage, you double the dice rolled to 
16d6. Rolling a lot of dice goes a long way in getting the game 
to feel like Dragon Ball in terms of damage output. 
Additionally, it is not recommended to mix this with the 
Critical Strike variant where dice are doubled for ease of play. 

To combat the increase in damage, it is recommended to, 
ona case by case basis, increase the health of monsters and 
enemies. Typically, just like in the above example, it is 
recommended to double them. This recommendation does 
not extend for all monsters, as easily defeating some as they 
level will help contribute to the Dragon Ball feel 

It is not recommended to increase the amount of damage 
most items or objects can take. Of course, this is also on a 
case by case basis, but the destruction of things around their 
fights will go along way to drive home the Dragon Ball feel. 
You might even want to go so far as to making all damage 
dealt past a certain point deal double to objects and 
structures. 

Dragon Ball, for better or worse, works best in Dungeons 
and Dragons with bigger numbers. Personally, I think this 
helps, but is not necessary with the right group. Context of 
the damage is what matters most and if you describe 8d6 as 
blowing a hole in a building, the players will understand. 


ENERGY SENSING 

A time honored part of Dragon Ball starting with the King 
Piccolo fight is the ability to sense energy. It lets you know 
where your enemies are hiding, how strong they are, and how 
dangerous they can be. 

For Dungeons and Dragon Ball sensing and reading 
energyis tied to the Wisdom (Perception) skill, the Wisdom 
(Insight) Skill and the Intelligence (Arcana) skill Starting at 
level 3, when a character who can sense energy (determined 
by their background) makes a Wisdom (Perception) check, 
they can choose to try and sense energy around them to 
locate a creature. 


SUGGESTIONS 


To determine energy qualities, such as the emotion behind 
the energy, a character must make a successful Intelligence 
(Arcana) or Wisdom (Insight) check. To conceal your energy, 
you must make a successful Charisma (Deception) or 
Dexterity (Stealth) check contested by their Energy Sensing 
(Perception) check. 

If a character does not get the Energy Sense ability from 
their background, they can instead choose to spend a week of 
training with a master who knows the ability or drink the 
Ultra Divine Water to gain access to it. 

Recommended DC's for these checks and backgrounds 
that get access to Energy Sensing are included below: 


BACKGROUNDS WITH ENERGY SENSING 
Acolyte, Cloistered Scholar, Far Traveler, Haunted One, 
Hermit, Sage. 


ENERGY SENSING RANGE 


Level Radius 
Ist 100 Feet 
3rd 250 Feet 
5th 500 Feet 
7th 750 Feet 
th 1000 Feet 
17th 1500 feet 
20th 2000 Feet 


ENERGY SENSING DC (PERCEPTION) 
DC What They Sense 


10 You can sense that there is at least one powerful 
creature in the area, but do not know their location 


13 You can sense that there are powerful creatures in 
the area and can tell how many, but do not know 
their location. 


15 You can sense that there are powerful creatures in 
the area, can tell how many, and in what direction. 
You do not know their location. 


17 You can sense that there are powerful creatures in 
the area, can tell how many, and know their location 
within 30 feet of them. 


20+ You can sense that there are powerful creatures in 
the area, can tell how many, and know their exact 
location. 


ENERGY SENSING DC (INSIGHT AND ARCANA) 
DC What They Sense 


10 You can tell the rough emotion one creature within 
range is feeling 


15 You can tell the rough emotion of up to 5 creatures 
within range are feeling. 


20+ You can tell the rough emotion all creatures within 
range are feeling. 


FLIGHT 

To give a Dungeons and Dragon Ball game the feel of actually 
playing Dragon Ball, it is recommended to give all characters 
access to the spell fly at Sth level with the restriction that they 
can only cast it on themselves. Additionally its 
recommended to give them a further use of the spell later on 
at 11th and 17th level Optionally, if you want it to drive the 
Dragon Ball Aesthetic further, you can give them a fly speed 
of either 30 or 60 feet if you feel comfortable going that far. 

To help balance this, it is recommended to make it so that a 
creature below 1/4th of their hitpoints cannot fly. The reason 
for this is to reinforce the idea that you are using your enegy 
to fly around. Being low health equates to not having much 
energy. 

In Sth edition Dungeons and Dragons, flight on player 
characters is a topic of contention. One argument states that 
it is too powerful for play characters to have relatively early 
on due to the impact it has on combat and exploration. You 
can fly over a city on lockdown to get inside ofit, go over 
crags in the earth, and rain hifl down on your enemies. 

In this setting, however, flight will be crucial for both of 
those things. Things like energy attacks, rapid movement, 3D 
combat, and teleportation are all hallmarks of the series that 
need to be addressed to make your game feel like Dragon 
Ball 

If you are worried about flight unbalancing your game still 
create more opponents with flight and give enemies more 
ranged weapons. Flight is common in many Dungeons and 
Dragon Ball settings, so having balista and guardsmen in 
towers with scouters would go a long way. 

If none of this has persuaded you or you want to use these 
races for a different game of Dungeons and Dragons, there 
will be a feat provided in the Feats section of the document to 
give a character access to flight. 


SIGNATURE MovESs AND TECHNIQUES 
In Dragon Ball having a move to help define a character, like 
the Kamehameha or Galick Gun, is almost essential In 
Dungeons and Dragon Ball this takes the form of either 
special attacks or access to certain spells. It is recommended 
to work with you player to pick/create new spells, moves, and 
combination attacks to help them define their character. This 
is a section of optional mechanics that are the most under 
development, but the mission statement here is to create 
something to help make every character feel unique and 
powerful Having a signature as a Dungeons and Dragon Ball 
character will make it feel like your character could be a real 
Dragon Ball character. 

Additionally, there are spells and options available for these 
later on in the document. Here are some optional mechanics 
to help: 


SIGNATURE ABILITY 

Perhaps the signature of your character is not an attack or 
spell, but something they can do. Maybe they can dig really 
well and use that to catch an opponent off guard (burrow 
speed), maybe they can naturally fly due to wings, or maybe 
they can see really well like Galactic Patrolman Jaco. 
Whatever the Signature Ability, DM's and players should 
work together to make these. It is recommended to use racial 
traits for this. 


SIGNATURE ATTACK 

Perhaps your character cannot cast spells, but you still want 
to have a signature move. In this scenario, looking toward the 
combat maneuvers of fighters, the monks martial arts, and 
things along those lines is recommended. If you go this route, 
make sure not to step on another players role in the party. 
Looking to other homebrew to get new things would help 
differentiate. 


SIGNATURE SPELL 
One option for a defining move is this: Have your player pick 
one spell they have access to. That spell becomes their 
signature spell 

A signature spell can mean many things. Perhaps it does 
more damage, lasts longer, no longer requires concentration 
from how familiar the character is with it, or they don't have 
to use a spell slot to cast it. With these, they will require 
careful balance. Some recommendations for these include: 


* Ifyou're going to up its damage, don't add too much to ît. 
Spells are designed to be in a certain threshold Upping 
the damage by a single dice slowly over the course of a 
campaign allows you to gauge the power of this type of 
Signature Spell 


* Ifitlasts longer, keep it to standard Se rules and look at 
the time increments. 1 minute, 10 minutes, an hour, etc. 
Use your best judgement on how long they should last 
with this. 


«If you want to go the route of no longer requiring 
concentration, be wary of what spells you let it on. Some 
spell, especially higher level ones, WILL break your game. 


«If you're going to remove the spell slot cost, I would 
recommend keeping it in line with racial trait spellcasting. 


SIGNATURE WEAPON 

Some characters won't have a special ability or spell Instead 
they have a weapon. In this case, I would look at the Angel 
race in this document for inspiration. Giving them a 
moderately powerful weapon that grows with them 
throughout the game helps make a character really feel like 
they are growing and you can easily control the balance ofit 
as you go. 


BEAM STRUGGLES 

One of the most iconic aspects of Dragon Ball is the beam 
struggle. Whether it's Goku vs. Vegeta in the Saiyan Saga or 
Cell vs. Gohan in the Cell Games, the beam struggle is 
burned into the mind of all Dragon Ball fans. 

Ifa villain fires a planet destroying beam or something that 
would harm the NPCSs they care for, giving your players the 
opportunity to initiate a beam struggle is an option. If a player 
character has access to a line attack like the Kamehameha, a 
Dragonborn breath weapon you can use the following 
mechanic: 

You face down a powerful beam attack and attempt to 
pushit back with your own. Roll damage for your line attack 
as it strikes the opposing line attack. It reduces the damage 
by how much you roll but does not stop their line attack. If it 
reduces the damage to 0, the two lines cancel out instead If 
you roll more damage by 10 or more, your beam pushes 
through theirs, cancelling it, and continues. 


ANDROID 


"IT IS NOT A SIN TO FIGHT FOR 
THE RIGHT CAUSE. THERE ARE 
THOSE WHO WORDS WILL NOT 
REACH." - ANDROID 16 


In a rocky desert, far away from civilization, a beheaded 
android pleads with a young saiayan to save the things he 
grew to care for; life, the birds, and nature. Before he could 
get his answer, the bio-android cell crushes his head and 
destroys the chip that made him who he was. This blatant act 
of creulty was too much and the saiyan erupts with anger and 
power 


SCIENTIFIC MARVEL 


Androids are nothing short of a scientific marvel Created 
primarily by Dr. Gero of the Red Ribbon Army in an attempt 
to kill Son Goku, androids are beings with near limitless 
energy, incredible durability, and the innate power to hide 
their energy. Typically built from or to resemble humans, 
androids pass perfectly as one of them. 


PLAYING GoD 


Those who make androids toy with the realm of the gods. 
Life is something that is watched over and cultivated by the 
Shinjin, Gods of Destruction, and Angels carefully in most 
universes. Creating an android, artificial life in some cases, 
could be seen by some ofthe more powerful members of the 
spiritual hierarchy as an afront. Luckily, in Universe 7, the 
gods are lax. 


ANDROID NAMES 


Android names are typically number based if they come from 
Dr. Gero or the Red Ribbon Army. Beyond that though, they 
can have any name that their creator gave them or that they 
had before becoming an android. 

Android Names. #8, #16, #17, #18, #21,#35, #50, and so 
on. 


ANDROID TRAITS 


Your android character is a scientific marvel 

Ability Score Increase. Your Charisma, Constitution, and 
either your Dexterity or Strength score each increase by 1. 

Age. Age for an android is different if you are a c-type or an 
M-type android C-type androids, otherwise known as 
cyborgs, age much more slowly after undergoing the 
procedures to become an andorid. M-type androids, the fully 
mechanical variety, can theoretically live forever with regular 
maintenance. 

Alignment. Androids favor no one alignment. If they are 
given guidance or specific programing, they will often favor 
Lawful alignments. If left to their own devices, they tend to 
favor Chaotic alignments. 

Size. Androids range in size based on their variety C-type 
androids typically range in the same area as a standard 
‘human. M-type androids, in contrast, can be any size. Choose 
either Small or Medium for your size. 

Speed Your base walking speed is 30 feet. 

Language. You can speak, read, and write Common and 
one other langauge of your choice. 

Infinite Energy. An android constantly replenishes their 
energy. You can recover a level of exhaustion from a short 
rest rather than a long rest. 

Invisible Energy. Starting at level 3, you cannot be 
perceived through magical scrying sensors such as the 
clairvoyance or scry spells. 

Living Construct. Even though you were constructed, you 
are a living creature. You are immune to disease. You do not 
need to eat or breathe, but you can ingest food and drink if 
you wish. Instead of sleeping, you enter an inactive state for 4 
‘hours each day. You do not dream in this state; you are fully 
aware of your surroundings and notice approaching enemies 
and other events as normal 

Barrier. You can cast the spell shield once with this trait 
and regain the ability to do so when you finish a long rest. 
Charisma is your spellcasting ability for it. 
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ANDROID VARIANTS 
FULL MECHANICAL 


Fully mechanical androids, or M-Types, are durable, 
strong, and possess great battle power that allows 
them to stand to to toe with powerful enemies. 
Most of the M-Type androids are near emotionless 
until they have been active for some time. 

Ability Score Increase. Your Consitution score 
increases by 2 and your Strength Score increases 
by 1. 

Natural Armor. Your body is made entirely of 
metal. When you aren't wearing armor, your AC is 
13 + your Consitution modifier. You can use your 
natural armor to determine your AC if the armor 
you wear would leave you with a lower AC. A 
shield's benefits apply as normal while you use 
your natural armor. Additionally, when wearing 
armor, your AC is increased by +1. This replaces 
the /nvisible Energy and Infinite Energy traits. 

Rocket Punch. When you make an unarmed 
strike, you can choose to fire your fists like a 
rocket, extending the range of the attack to 30 
feet. The fists deal 1d4 + your Strength modifier 
Bludgeoning damage. To recall your fists, you must 
use a bonus action. Until your fists are recalled, you 
cannot take the attack action, cast spells, or hold 
items. Once you use this trait, you can't use it 
again for 1 turn. This replaces the Barriertrait. 


ENERGY DRAINING 


A more modern form of the androids created by 
Dr. Gero. These models were designed for the sole 
purpose of killing Son Goku, but many have 
overcome their programming. These models are 
also typically weaker than the standard C-Type and 
M-Type androids. The design intention was to 
make them easier to control, but it ultimately 
backfired. 

Ability Score Increase. Your Intelligence score 
increases by 2 and your Constitution score 
increases by 1. 

Draining Touch. On a successful unarmed strike 
or melee weapon attack, you can force a creature 
to make a Constitution saving throw. The DC for 
this saving throw is 8 + your Intelligence Modifier 
+ your proficiency bonus. On a failure, the target 
takes 2d6 Necrotic damage, or half as much on a 
success. You heal equal to half of the damage dealt. 
The damage increases to 3d6 at 5th level, 4d6 at 
11th level, and 5d6 at 17th level. 

Once you have used this feature, you cannot use 
it again until you complete a long rest. This 
replaces the /nfinite Energy and Barriertraits. 
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BIG GETE STAR ANDROID TEMPLATE 


The Big Gete Star is an artifical intelligence contained within 
a chip that is capable of fusing with organic material It 
absorbs machinery and metal to form new bodies for the 
organic host that it fuses with and produces small nanites 
that can heal it and the bodies it creates for its host. 

Ability Score Increases. Choose one Ability Score 
Increase from your race. Reduce it by 1 and replace it with a 
+1 to your Constitution score. 

Nucleus. You have a biological nucleus that the Big Gete 
Star is keeping alive. It has 5 hit points, an AC of 15, anda 
movespeed of 0. If itis destroyed, you die permanently. 

Big-Gete Robot. If you die, you return to life 24 hours after 
death. If your body is destroyed, you reform within 1 mile of 
the place of your nucleus at a spot determined by the DM. If 
your equipment was also destroyed, you do not regain it. 

Nanite Healing. If you are below half your hit point 
maximum at the start of your turn, you regain 1 hit point. 

Full Metal Your AC increases by + 1. Additionally, you are 
weak to Lightning damage as your circuits are built from 
random machinery that isn't always insulated or has suffered 
some amount of wear and tear. 


ANGEL 
ANGEL NAMES 


LU 
IN THIS MARVELOUS CosMos => ce dl e, è sei nen ne 
Angel names are typically derived from strong alcohol either 
WONDERS REALLY DO high proof liquor or, in some cases, cocktails. This trend 
' follows for both genders, so all names are gender neutral 
HapPEN! DON'T THEY, My O 
Lorp?" a WHIS, ANGEL the sphinges. This is due to the contact between the two. 


Angel Names. Akdov, Bacardi, Batida, Bellini, Cosmo, 
fulep, Kase, Merlot, Mosmule, Olit, Pisco, Sazerac, Skey, Tai. 
ATTENDANT OF UNIVERSE 7 Julep) % 


In the Angel Realm, far from the mortal world, a new Angel 
comes'into existence. Fully grown, educated, and immensely 
powerful, this angel is given the role of attendant to a God of 
Destruction by the Grand Priest, the father of all angels. The 
new angel nods and teleports to the universe he will serve. 


SPIRITUAL HIERARCHY AND THE GRAND 
PRIEST 


The spiritual hierarchy of the multiverse is as follow: The 
Omni-King, Angel Attendants, Gods of Destruction, Kai and 
the Demon Gods, and Mortals. This hierarchy typically scales 
with power and how long a being can live for, but not always. 
While the hierarchy i s strict in terms of position, power and 
age are much looser. One example of this is the Planet-Eater, 
Moro. Moro is stronger than some Gods and has 


lived for over 10 million years in Universe 7. I 1 


ANGEL LAWS 


Angel laws are perhaps the oldest set of laws in existence. 
Made to allow the angels to survive and so that they wouldn't 
impede existence, the Angel Laws are nearly absolute. The 
most important of these laws states the following: An angel 
may never take the side of good or evil An angel must remain 
neutral and cannot ask for the assistance of others for the 
purpose of saving a universe. They have several other laws, 
but they only apply in the Angel Realm. This law is 
considered their most important and the punishment for 
breaking it is complete and total erasure at the hands of the 
Omni-King. 

There is, however, one way around this rule. If an angel 
hides their power and their form, they can choose to side how 
they wish. However if an angel is discovered the 
punishement remains the same. Of the angels, few choose to 
take this route. The only one known is Merus, the angel who 
joined Universe 7's Galactic Patrol and chose to fight evil in 
the name of good 


THE ANGEL REALM 


On the opposite end of existence from the corrupt Demon 
Realm, the Angel Realm prospers. Only able to be accessed 
by the Omni-King, Angel's, and Gods of Destruction, the 
Angel Realm is a peaceful place full of positive nergy. One of 
the native birds, the jilJil is known for its beautiful song and 
colorful plumage. In every way, it is the opposite of the 
Demon Realm and is likely the closest thing to a paradise or 
utopia in the multiverse. The only thing that it lacks is good 
food 


ANGEL TRAITS 


Your angel character is a high ranking member of the 
spiritual hierarchy. 

Ability Score Increase. Your Charisma or Wisdom score 
increases by 2 and your Dexterity score increases by 1. 


Age. Angel's are nearly immortal. Itis widley held that the 
only thing that can kill an angel is another angel or Zeno. 
While this is true for the most powerful of angels, it is not 
true for the lower ranks. 

Alignment. Angel's must follow a strict code, the Angel 
Law's. Angel's favor Lawful or Neutral alignments. 

Size. Angel's are tall and lanky beings, typically standing 
taller than humans for the majority of their lives. Your size is 
medium. 

Speed Your base walking speed is 30ft. 

Language. You can speak, read and write Common and 
Celestial 

Angel Attendant. You start the game with an Angel 
Attendant's Staff and are considered proficient with it. 
Additionally, while you are attuned to your Angel Attendant's 
Staff, your creature type is both humanoid and celestial 
While unattuned to your angel staff, your creature type is 
humanoid 

Omnilingual You are always under the effects of the 
comprehend languages spell Additionally, starting at level 5, 
you are always under the effects of the tongues spell 

Do-Over. Whenever you roll a 1 on an attack roll, an ability 
check, or a saving throw, you can reroll the die and must use 
the new roll 


ANGEL ATTENDANT'S STAFF 
Weapon (Quarterstaff), Artifact (Requires Attunement by an 
Angel) 

Your Angel Attendent's Staff is of celestial origin, and very 
few exist. It was gifted to you the day that you came into 
existence and serves as the mark of your divinity and as the 
primary tool of an angel 


* Base State: 

All damage dealt by the Angel Attendent's Staffis 
Radiant instead of the Bludgeoning damage it would 
usually do. Additionally, you know the prestidigitation 
cantrip. Charisma or Wisdom is your spellcasting ability 
for it. 


«Second State: 
At level 5, your Angel Attendent's Staff grows with you. 
As you become more powerful so does it, This quarterstaff 
has a +1 bonus to attack and damage rolls. All attacks 
made with your Angel Attendent's Staff deal an additional 
1d6 radiant damage. 


® Third State: 

At level 11, your Angel Attendent's Staff becomes more 
powerful. The bonus to attack and damage rolls increases 
to a +2. And you can cast the spells detect evil and good 
and revivify once with this trait each and regain the ability 
to do so when you finish a long rest. When cast with this 
trait, revivify cannot resurrect a creature killed by a 
demon. Charisma or Wisdom is your spellcasting ability 
for them. 


* Full Angel State: 

Atlevel 17, your Angel Attendent's Staff has grown to its 
full power. The Bonus to attack and damage rolls 
increases to a +3. You can cast the spell teleport once with 
this trait and regain the ability to do so when you finish a 
long rest. Charisma or Wisdom is your spellcasting ability 
for it. 


BIO-ANDROID 


WHAT A DISAPPOINTMENT 
YOU ARE. YOU'RE SO 
PATHETIC, I CAN'T EVEN TEST 
MY COMPLETE POWER ON 
YOU." - PERFECT CELL 


After powering up, the monster from the future has proven 
himself stronger than any other fighter. He gloats and 
postures against the puny heroes who would stop him. Right 
now, everything is below him and he knows it. All that is left 
is to test his new abilities, but no one can give him enough of 
a challenge. So, he waits. 


GENETIC ENGINEERING 


Bio-Android's are made from combining the genes of many 


peoples and races. Usually crafted to be top tier fighter's, the 
life of a bio-android is one that is made with a purpose in 
mind. In the case of Cell, the most prominent bio-android, he 
was to kill the Z-Fighters. Made from their DNA to copy their 
techniques and potential, Cell almost succeeded if not for the 
passionate speech from Android #16 and the rage of a half- 
saiyan named Gohan. The trend of bio-androids being made 
to kill others was started here. 


SEEKING PERFECTION 


Ingrained into the nature of each and every bio-android is a 


need to perfect themselves. For Cell, this was absorbing life 
and the androids designed to fuel his power. For other bio- 
androids, it can manifest as a drive to practice what they 
were designed to do and become the best at it. Some bio- 
androids specifically designed for musical purposes will 
strive to leam each instrument, for example. 


B1o-ANDROID NAMES 


Bio-Android's are a peculiar case. They follow no specific 
naming tradition, but will often have a name referencing 
biology or the cell 

Bio-Android Names. Cell Chondria, Cytopla, Eukary, 
Golgi, Lysosom, Mito, Nucleus, Prokary, Ribo, VacuoL 


B10-ANDROID 


Your bio-android character is a combination of the genetics of 
powerful fighters. 

Ability Score Increase. Two different ability scores of your 
choice each increase by 1. 

Age. Bio-Androids ages cannot be determined, but they are 
typically designed to live for up to 1,000 years as a minimum. 
Aligament. Bio-androids are inherently destructive since 
they are designed to seek perfection. They tend to favor 

Chaotic alignments. 

Size. Bio-androids can be any size they were designed to 
be, but are most often Medium. Choose either Small or 
Medium for your size. 

Speed Your base walking speed is 30 feet. 


Language. You can speak, read, and write Common and 
one other langauge that one of the races used to make you 
knows. 

Combination Genetics. Choose three races used to create 
you. You gain one trait from each ofthe three races used to 
create you. You cannot choose more than one spellcasting 
trait. Choose from the following list: 


* Android: Infinite Energy, Invisible Energy. 
* Angel: Do-Over. 

* Demon: Magic Materialization. 

* Frieza Clan: Frieza Clan Resilience. 

* Grey: Fire Resistance, Eye Blast. 

* Majin: Elastic Body, Mimicry. 

*  Namekian: Regeneration, Trance. 

* Neo Tuffle: Tuffle Knowledge. 

* Saiyan: Saiyan Instinct, Saiyan Pride. 

® Shinjin: Kai-Kai. 

è Sphinx: Darkvision, Cat's Claws. 

* Temporal: Attuned to the Flow, Time-Skip. 


* Vimaca:I Know You're Watching. 


DEMON 


"YOU WANT A GLIMPSE OF MY 
TRUE POWER? WELL, SO BE IT. 
I DIDN'T KNOW YOU WERE IN 
SUCH A HURRY TO DIE." - 
DEMON KING DABURA 

THE DEMON REALM 


Located at the very tip of the universe, the demon realm 
swirls in chaos. It is a parrallel universe in many aspects, 
existing as the creation of the Demon Realm God's 
Mechikabura and Demigra. Sealed away long ago, the demon 
realm and its inhabitants continuously attempt to break open 
the gate and let the demon realm and the mortal realm to 
flow together. Thankfully, the Kai stand between them and 
their goal Should they succeed, however, unprecedented 
chaos and destruction would follow. It would be a near 
apocalyptic scenario as the dark energy of the demon realm 
corrupts everything in its path. 


DEMON MAGIC 


Magic plays a central role in demon culture. It is 
entertainment, travel, and how you gain power politically. The 
most powerful demons, the royal family, rule due to their 
powerful magic and ruthless natures. Of the royal family, 
Demon King Dabura is actually the second most powerful 
His sister, Towa, possesses much more potent magic than he 
does and specializes in manipulating and corrupting time and 
others. One peculiar aspect of how demons, and the royal 
family in particular, view magic, is that it is more akin to a 
science than anything else. One could make an argument that 
they manipulate reality by understanding ît. 

Most demons possess a moderate amount of magic în 
comparison to the royal family. An innate trait they all 
possess, however, is the ability to materialize items at will 
Most often, the chosen items to materialize are weapons. 
Whether this is born from their aggressive culture or due to 
their nature making weapons easier for them to create is 
unknown. But, one this is certain; never underestimate a 
demon. They are never without a way to end a life. 


DEMON NAMES 


Demon names are typically derived from magic or from 
concepts of time. 

Male Names. Abra, Dabura, Devant, Fu, Janemba, Kadab, 
Lim, Mira, Penn, Randi, Teller, Val 

Female Names. Caglia, Cai, Eusa, Leifer, Ning, Pallid, 
Pendra, Presto, Tenko, Towa. 


DEMON TRAITS 


Your demon character is from the demon realm. Bi 

Ability Score Increase. Your Charisma score increases by 
2 and your Strength score increases by 1. 

‘Age. Demons live for hundreds of years. 

Alignment. Demons come from the demon realm; a 
parallel world of evil As such, demon's tend towards evil 
alignemnts. 

Size. Demonis are slightly larger than humans on average, 
but not by much. Your size is medium. 

Speed Your base walking speed is 30ft. 

Language. You can speak, read and write Common and 
either Infernal or Abyssal 

Darkvision. You can see in dim light within 60 feet of you 
as if it were bright light, and in darkness as if it were dim 
light. You can't discern color in darkness, only shades of gray. 

Dark Talent. You have proficiency in either the Arcana, 
Deception, Insight, or Intimidation skill 

Magic Materialization. Starting at level 3, choose one 
simple or martial melee weapon. As a bonus action, you 
can materialize that weapon for up to 1 hour at a time, 
after which it disappears. Once you have used this trait, 
you cannot use it again until you complete a short or 
long rest. 

Stone Spit. Starting at level 3, you can cast the spell 
hold person once with this trait and regain the ability 
to do so when you finish a long rest. Charisma is your 
spellcasting ability for ii 


DEMON VARIANT 

Not all demons are the same. Some demons, those 
exposed to areas of strong evil and hate, are 
transformed as they absrob the power of the 
malice surrounding them. These demons are called 
Janemba-Types. Named after the reality warping 
demon that threatened to destroy all of reality and 
pervert whatever remained, Janemba-Types are 
some of the most dangerous and powerful beings 
to exist. If they are found, they are usually hunted 
by the strongest warriors available. Some Janemba- 
Types have, however, been able to fly under the 
radar as nobles in demon society. 


JANEMBA-TYPE DEMON 


You are an incarnation of evil and chaos, born from 
all the darkness of the world. 

Ability Score Improvement. Your Charisma Score 
increases by 2 and your Dexterity score increases 
by 1. 

Alignment. Unlike other demon's who only favor 
Evil alignments, Janemba-Types favor Chaotic Evil 
over all other alignments. 

Reality Warp. Starting at level 3, you can cast the 
spells blurand dimensional hole once with this 
trait each and regain the ability to do so when you 
finish a long rest. Starting at level 5, you can cast 
the spell B/ink once with this trait and regain the 
ability to do so when you finish a long rest. 
Charisma is your spellcasting ability for these 
spells. This trait replaces the Darkvision and Stone 
SpitTraits. 
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FRIEZA CLAN 


"I DOUBT I NEED AN 
INTRODUCTION, BUT JUST IN 
CASE, I AM THE MIGHTY 
FRIEZA AND YES, ALL THE 
HORRIBLE STORIES YOU'VE 
HEARD ARE TRUE." - FRIEZA, 
EMPEROR OF THE UNIVERSE 
FRIEZA AND FAMILY 


The namesake of the race, Emperor Frieza, is the sadistic 
tyrant who controlled most of the known galaxy for decades. 
After inheriting his empire from his father, King Cold, Frieza 
enforced a cold and cruel style of leadership. While his father 
knew that, while fear was necessary to rule, so was 
understanding, Frieza did not; a lesson the saiyan race 
learned the hard way. Their strength, as insignificant as it 
was to Frieza, was growing steadily and caused him to fear 
an insurrection against his rule. The punishment for making 
the emperor feel even the smallest touch of fear was, 
unfortunately, genocide. 


In contrast, Friezas brother Cooler took his father's 
lessons to heart. He ruled his forces with the same iron fist, 
but with much more understanding. As a result, his forces 
were immensely loyal and respected him to a fault. They 
fought and sacrificed their lives to further him out of respect 
and fear, rather than fear alone. Unfortunately for Cooler, he 
did inherit the family curse of sadism and it ultimately led to 
his downfall 


SADISTIC REPUTATION 


Across the galaxy, the Frieza clan has a sadistic reputation. 
They murder without consequence, destroy planets without 
care, and take whatever they want from anyone weaker than 
them. This is the perception that dominates all conversation 
about the Frieza clan. But, according to the Galactic 
Patrolman Jaco, there are other members of the Frieza clan 
who detest Frieza and his family Some members of the race, 
such as Jierra, have gone so far as to openly speak about 
wanting to kill Frieza's ancestor, Chilled, for his crimes. This 
was in the past, but one can imagine that the sentiment 
would extend to Frieza himself. Unfortunately, these more 
benevolent members of the clan are exceptionally rare. 
Because of this, the few who do exist have to live with the 
stigma that the Frieza family has created. 


GALACTIC CONQUERORS AND 
PLANETARY REAL ESTATE 


The title "emperor of the universe’ is a bit presumptuous, but 
not entirely inaccurate. Under King Cold and Frieza, the clan 
dominated the majority of the galaxy and if left to continue 
on their path of destruction, very well could have become the 
rulers of the known universe. While their power was certainly 
the primary driving force, the economic power of the family 
cannot be understated either. The Frieza clan didn't just 
destroy worlds and enslave species into their military, they 
took planets with abundant resources and either stripped 
them entirely or sold them to other governments at a steep 
price. It was a very lucrative business and funded all of their 
military efforts comfortably. 


MUTATION AND TRANSFORMATION 


Even amongst their own species, the Frieza family is 
absurdly strong. Itis theorized that one of their ancestors 
possessed a mutation granting them immense power and 
that, over the years, the family has cultivated this mutation 
through selective breeding and genetic engineering. The end 
result of this was, in fact, Frieza himself. But, while this 
immense power gave them everything they needed to 
dominate the galaxy, it also painted a target on their backs. To 
hide their strength, the clan created transformations that hid 
their actual power level and restricted their capabilities. This 
allowed them to rise to power while tricking their enemies 
and allies and had the secondary benefit of extending their 
stamina. While unrestrained the mutation that gives them 
their power rapidly drains their ability to fight in exchange for 
incredible bursts of strength. 


FRIEZA CLAN NAMES 


The Frieza clan is a species with a single gender. While they 
are traditionally masculine as far as other races are 
concerned, this is not always the case. Additionally their 
naming tradition is mononymous, meaning that they only 
have one name. 

Frieza Clan Names. Arctic, Chilled, Cold, Cooler, Frieza, 
Frigid, Frost, Froze, Glacir, Iced, Jierra, Kuriza, Rezok, Siber, 
Sleet, Snow. 


FRIEZA CLAN TRAITS 


Your Frieza clan character was born with powerful abilities. 

Ability Score Increase. Your Charisma, Constitution, and 
either your Dexterity or Strength scores each increase by 1. 

Age. The Frieza Clan tends to live for long periods of time. 
Often for hundreds of years before they fall out of their prime. 

Alignment. Frieza Clan members tend to be narcissistic 
and power hungry. While this hold true for most, it is by no 
means the only way they can be. There are reports of Frieza 
clan members who aren't like their namesake. They tend to 
favor evil alignments. 

Size. Frieza Clan members range from 4 ft to 7 feetin 
height. Your size is medium. 

Speed Your base walking speed is 30ft. 

Language. You can speak, read, and write Common and 
one other language of your choice. 


I Can Survive in the Vacuum of Space! You can hold 
your breath indefinitely so long as you are not incapacitated. 
Additionally, you have resistance to cold damage. 

Menacing Presence. You have proficiency in the 
Intimidation skill 

Powerful Tail Your tail is a natural weapon, which you can 
use to make unarmed strikes. If you hit with it, you deal 
bludgeoning damage equal to 1d4 + your Strength modifier, 
instead of the bludgeoning damage normal for an unarmed 
strike. 

Frieza Clan Resilience. The Frieza clan is among the 
most durable races in existence, able to survive being 
vivisected and chopped into small pieces. If you would be 
killed outright, you drop to 0 hit points instead Once you 
have used this feature, you cannot use it again until you 
complete a long rest. 

Natural Armor. Your body is covered with naturally grown, 
chitinous armor. When you aren't wearing armor, your AC is 
13 + your Dexterity modifier. You can use your natural armor 
to determine your AC if the armor you wear would leave you 
with a lower AC. A shield's benefits apply as normal while you 
use your natural armor. 


GRAY 


"THE POWER YOU BELIEVE IN 
IS EASILY ERASED!" - JIREN 


Breathing hard the strongest mortal shouts in rage at his 
opponent. He unleashes a burning ball of energy at nearby 
fighters, attempting to show his foe that the place where he 
draws his strength from is inherently flawed. You can only 
trust in yourself. 


THE Grav's 


The gray's are a semi-nomadic people who choose to live the 
simple life of farmers. They make villages in the most 
opprtune places for that time of year, retreating south in the 
winter to escape the harsh cold. Some gray's, in contrast, 
have abandoned this way of life and pursue technology. These 
two groups are seperated and live peacefully alongside each 
other. The farmer gray's provide food for the technologically 
inclined and the technologically inclined provide medicine. 


STRENGTH IS ABSOLUTE 


Jiren is the most influential gray to ever live. When his 
parents were killed, he trained to get revenge. His allies 
faltered and died, but he did not. His strength is absolute and 
the only thing he trusts, often to his detriment. Other grays 
have begun to adopt his ideology, causing a schism. 


BurnING KI 


The Ki of the gray race is especially unique. It grows strong 
quickly like a saiyan's and seemingly has no cieling. But, the 
real power of the gray's is how their Ki ignites. When pushed 
to their limits and they are about to be beaten, it ignites like a 
bonfire and burns away all of their weakness. The fire 
spreads from them, scorching all that is within its reach. 


GRAY NAMES 


Derived from their greatest warriors ability to ingite their Ki, 
gray names are derived from heat. 

Grey Names. Bern, Bonfi, Cropot, Dirrot, Niro, Olib, Spic, 
Rast, Reas, Rolas, Scor, Stevo, Thea, Tost, Veno, Wami. 


GRAY TRAITS 


Your gray character has fiery strength. 

Ability Score Increase. Your Strength Score increases by 
2 and your Wisdom score increases by 1. 

Age. Gray age similarly to humans, but live longer. The 
oldest known gray reached nearly 300 years old 

Alignment. Gray's are beings that value strength. They 
tend to favor Lawful or Neutral alignments. 

Size. Gray stand roughly the same height as humans do, 
but are considerably more muscular. Your size is medium. 

Speed Your base walking speed is 30ft. 

Language. You can speak, read and write Common and 
Gray. 

Fire Resistance. You have resistance to fire damage. 

Eye Blast. Your eyes are a focusing lens for your natural 
battle power, which you can use to unleash a flurry of 
unarmed strikes with Ki pressure. If you hit with it, you deal 
bludgeoning damage equal to 1d4 + your Strength modifier, 
instead of the bludgeoning damage normal for an unarmed 
strike. Additionally, starting at level 5, if you successfully hit 
with your eye strike, you can use a bonus action to make 
another eye strike. 

Burning Aura. Starting at 3rd level, you can use your 
action to unleash your burning aura, causing a searing hot Ki 
to radiate from you. 

Your transformation lasts for 1 minute or until you end it as 
a bonus action. During it, you and each creature within 10 
feet of you take fire damage equal to half your level (rounded 
up). In addition, once on each of your turns, you can deal 
extra fire damage to one target when you deal damage to it 
with an attack or a spell The extra fire damage equals your 
level At level 5, and every 5 levels after, the radius of your 
Burning Aura increases by 5 to a maximum of 30 feet. 

Once you use this trait, you can't use it again until you 
finish a long rest. 


HUMAN 


"I VOWED THAT EARTH WOULD 
FOREVER REMAIN IN PEACE. 
SINCE I MADE THAT VOW, NOT 
A SINGLE THREAT HAS BEEN 
MADE AGAINST EARTH. THAT'S 
ALL THANKS TO THE FACT 
THAT MY NAME IS KNOWN 
THROUGH THE GALAXY." - 
MARK (HERCULE) SATAN 


A single man stands alone against the horros that face the 
Earth. A multi world martial arts tournament champion, the 
Earth's strongest, air drops from his private helicopter to face 
the monster Cell with his students. Everything is on his 
shoulders, the wight ofthe world bears down on the 
champ...Until Goku and the Z-Fighters show up with their 
special effects. How dare they steal the CHAMPIONS 
Spotlight! 


HUMANS 


Humans in the world of Dragon Ball are almost identical to 
our own, with a few notable differences. Hair color, for 
example, is much more widely varied and things like 
lycanthropy exist amongst them. But, most importantly, some 
humans possess incredible battle power. These humans are 
often referred to as "superhuman" or "prodigies". These 
humans usually become powerful martial artists, genius 
inventors, and sports stars. 


HUMAN NAMES 


Human names are widely varied and anything is possible 
with their names. Roshi, Krillin, Bulma, Yamcha, Chi-Chi, etc 
are all names that humans are aware of. Some are based on 
food, some are based on clothing, and others are just simply 
named John Johnson, for example. The sky is the limit for 
human names. 


HUMAN TRAITS 


Your human character is likely a martial artist or scientist, 
but any proffession is possible. 

Ability Score Increases. Your ability scores each increase 
by 1. 

Age. Humans reach adulthood in their late teens and live 
less than a century. 

Alignment. Humans tend toward no particular alignment. 
The best and the worst are found among them. 

Size. Humans vary widely in height and build, from barely 
5 feet to well over 6 feet tall Regardless of your position in 
that range, your size is Medium. 

Speed Your base walking speed is 30 feet. 


Language. You can speak, read and write Common and 
one extra language of your choice. Humans typically learn the 
languages of other peoples they deal with, including obscure 
dialects. 
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HUMAN VARIANTS 
HUMAN VARIANT 


If your campaign uses the optional feat rules from 
the Player's Handbook, your Dungeon Master 
might allow these variant traits, all of which replace 
the human's Ability Score Increase trait. 

Ability Score Increase. Two different ability scores 
of your choice increase by 1. 

Skills. You have proficiency in one skill of your 
choice. 

Feat. You gain one feat of your choice. 


THREE-EvED VARIANT 


The Three-Eyed people are descendants from a 
long dead alien race who escaped to earth 
thousands of years ago. While they may be dead, 
their blood lives on in the "triclops" humans. 

Ability Score Increase. Your Dexterity, Strength, 
and Wisdom scores each increase by 1. 

Three Eyes. You have proficiency in the 
Perception skill. Additionally, you can use an action 
to gain advantage on all Wisdom (Perception) 
checks relying on sight until the start of your next 
turn. 

Triclops Biology. As an action, you can grow a 
second pair of arms from your back for 1 hour. 
While you have four arms, you can interact with a 
second object or environmental feature for free on 
your turn (Player'‘s Handbook, pg. 190). If you 
make an attack with a two-handed or loading 
weapon, you cannot benefit from a shield until the 
start of your next turn, even if another feature 
allows you to ignore these properties. 

Once you have used this feature, you cannot use 
it again until you complete a short or long rest. 


MAJIN 


"You HELP Buu, BUT BuU 
STILL HATE YOU." - MAJIN 
Buu 


In a city restaurant, a pink bodied creature is throwing a 
tantrum. The restaurant had the audacity to not serve 
pudding and for this injustice, they had to be punished. 
Around the corner, running as fast as he can with a bag from 
a nearby convenience store, comes Hercule Satan. He 
presents the bag to his pink friend and the tantrum 
immediately stops. Mr. Satan apologizes, writes a large 
check, and the two leave. 


BIBIDI, BABIDI, Buu 


While Buu has existed since the beginning of time in 
Universe 7, he spent the majority of his existence asleep, 
however, when he was awake, destruction followed him. This 
caught the attention of the wizard Bibidi and his son Babidi. 
Bibidi enslaved the chaotic Buu with powerful magic and 
pointed him to his hated enemies; the Kai. Under his control 
Buu slaughtered the Kai!s, but was ultimately sealed away by 
their power until he was awoken millions of years later by 
Babidi on Earth to continue Bibidi!s work. Unfortunately for 
Babidi, Buu was done being controlled. In a fit of rage at 
Babidi attempting to command him to do something he did 
not want to do, Buu killed the wizard 


MR. SATAN AND INNOCENT Buu 


After the death of his would-be-master, Buu calmed down for 


a short period He made a home in a remote region of the 
world and found a friend in the World Martial Arts 
Champion, Hercule Satan. With Mr Satan's kind soul 
influencing him, Buu was drawn to the light. Unfortunately, 
this created a rift in his mind that spread to his body The 
events that followed led to the death of billions at the hand of 
Buu's darker half until he was defeated by Goku, Vegeta, and 
Hercule on the Sacred Homeworld of the Kai's. Nowadays, 
Buu lives with Mr. Satan and enjoys a carefree life where he 
enjoys food, games, and sleeping. 


BuBBLEGUM BopyY 


Ofall races in existence, perhaps the strangest is that of the 


majin. Biologically, their body acts like rubber or bubblegum. 
It's durable, stretchy, and brightly colored and can seemingly 
not be destroyed until it exposed to large amounts of energy. 
Additionally, they can gain traits from other creatures. 
Typically a taboo, the absorption of other beings allows a 
majin to take on their strength and power for their own. It is 
an ability used only in the most desperate of circumstances 
due to the absorption usually hurting the other creature in 
the process and the psychological effect it has on a majin. 
When a majin absorbs someone, they don't just take their 


power they take on aspects of their personalities. This can be 


especially dangerous if they absorb someone evil. Thankfully, 
most majin in the modern era can only take small traits and 
cannot absorb people fully anymore. 


ORIGIN OF THE MAJIN RACE 


The origin of the majin race is not like any other. They did not 
evolve and they were not made by a scientist. They were 
created when Buu got lonely and read a book of Mr. Satanis. 
Buu created himself a wife and devised a way to make 
children that would contain a bit of each majin participating. 
This was the birth ofthe majin race. 


MAJIN NAMES 


Majin possess no real naming tradition, but they do have 
biological genders thanks to Buu being influenced by those 
around him and the book he read. 
Male Names. Achoh, Buu, Dosco, Goma, Gejum, Hakkyo, 
Hattah, Kabra, Kolash, Nokota, Saccimo, Salaga, Yoshito. 
Female Names. Cocresa, Eioh, Kyume, Lullus, Magica, 
Naada, Pepero, Petrona, Roim, Taino, Wabara, Yossho. 


MAJIN TRAITS 


A majin is a descendant of Buu, the nearly unkillable creature 
that has existed since the beginning of time. 

Ability Score Increase. Your Constitution score increases 
by 2 and either your Charisma or Dexterity score increases 
by1 

Age. Majin lifespans are unknown, but the power of Buu 
‘has waned over the years. Your lifespan is measured in 
thousands of years. 

Alignment. Majin are fun loving, destructive creatures. 
They tend to favor chaotic alignments. 

Size. A majin typically stands between 4 and 8 feet tall. 
Your size is medium. 

Speed Your base walking speed is 30 feet. 

Language. You can speak, read, and write Common. 

No Impact. The putty-like substance that majin are made 
of can absorb force. When you take damage, you can use your 
reaction to roll a dl 2. Add your Constitution modifier to the 
number rolled, and reduce the damage by that total After you 
use this trait, you can't use it again until you finish a short or 
long rest. 

Elastic Body. You have proficiency in the Acrobatics skill. 

Mimicry. Majin have the innate ability to mimic a 
technique after seeing it just once. As an action, you can 
choose to mimic a spell of Ist level or lower that you have 
seen cast since you last completed a long rest. You can only 
mimic one spell at a time and if you choose to mimic a 
different one, it replaces the previously mimicked spell You 
can cast a mimicked spell once with this trait and regain the 
ability to mimic when you finish a long rest. Charisma is your 
spellcasting ability for the copied spell. The level of spell you 
can mimic increases to 2nd at Sth level, 3rd at 11th level and 
4th at 17th level 

Absorption. Once per long rest, you can attempt to absorb 
a trait of a player character race after successfully hitting 
them with a melee attack. The target must make a 
constitution saving throw. The DC for this saving throw is 8+ 
your Constitution modifier + your Proficiency bonus. On a 
success, nothing happens. On a failure, you absorb one of 
their racial traits at DM discretion. For example, if a Majin 
hits a wood elf, its base walking speed could become 35 feet. 
This effect lasts until you complete a long rest. 
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A NOTE on AssoRPTION 

What a majin absorbs is up to DM discretion, but | 
wouldn't give anything worth over 3 or 4 points on 
Detect Balance. The race was made with this in 
mind, but if your player is fighting a 
dragon/dragonborn and you want to give them a 
breath weapon, do it! Rule of cool first. 
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NAMEKIAN 


"IT'S MY PEOPLE WHO FRIEZA 
DESTROYED! IT's MY FIGHT! 
HE NEEDS TO PAY FOR WHAT 
HE'S DONE, AND I INTEND TO 
MAKE HIM!” - PiccOLO 


On a world of lush greens and deep blues, a namekian like no 
other stands against the dominator of the known universe. 
His comrades have fallen around him and his people have 
been slaughtered. He has nothing to lose except himself. So, 
he runs toward his foe seeking revenge, echoing his peoples 
past; a past where the namekian race was both respected and 
feared 


NAMEKIAN PHYSsIOLOGY 


Born of the planet Namek, namekians are a plant-like and 
slugzlike humanoid race with long, pointed ears and 
antennae. Being the only intelligent species on their planet, 
the namekians easily became the dominant lifeform of their 
world and rapidly changed it to suit their needs. These needs 
typically included open areas for the sun and lots of clean, 
fresh water to live off of since they do not need to eat food to 
survive. It is unknown if they conduct photosynthesis as 
plants do, but they certainly have a similar process. They do, 
however, possess a stomach to digest food should they 
choose to ingest it to make up for any deficiency they might 
have. Add on their natural durability and strength, and the 
namekians are a race adapted to nearly any environment that 
has water and sunlight; effectively the whole universe. 


SPACEFARING HISTORY AND THE GREAT 
TEMPEST 


In the recent past, the namekians were a spacefaring people 
who commanded respect and fear. They were powerful 
warriors and shrewd traders who even rivaled the growing 
empire of the tyrannical King Cold. In these centuries past, 
the namekians had a growing empire of their own led by the 
so called super namekians; namekains who had transcended 
their bodies natural ability and went further beyond. Their 
base was their homeworld, however, and their homeworld 
was hit with a cataclysmic event. The waters of the world 
surged and a great storm of apocalyptic proportions wiped 
out a majority of the race before they could even react, 
leaving 3 known survivors; guru, the unnamed namek of 
Earth, and Lord Slug. The modern namekains as we know it 
are all descendants of these three. The descendants of Guru, 
the eldest namekian, tend to have smaller and squatter 
bodies with more rounded features. They are the most 
peaceful of modern namekians. On the opposite end, the 
descendants of Lord Slug are aggressive and powerful They 
are the most violent of modern namekians. And lastly, the 
descendant of the unnamed namek, his only living 
descendant, is a powerful warrior; the strongest namekian in 
thousands of years. He started evil and violent, but became a 
force of righteous good by overcoming his nature. 


A SPLIT SOCIETY 


Modern namekian society is peaceful and somewhat 
nomadic. They value personal time, kindness, and an ascetic 
form of life. But not all namekians enjoy the stagnant nature 
oftheir people. Because of this, namekian society is split into 
two factions. The other namekians, those who choose to live 
a life of combat, value strength and the ability to dominate 
others. These namekians are often solitary beings that 
believe no one is their equal Another namekian would be a 
threat to their dominion and would need to be eradicated, so 
they choose to live alone on different worlds. The two 
factions rarely interact, but, when they do, the peaceful 
namekains are almost always defeated Fortunately, the 
domineering namekians, those of the demon clan, are rare. 
Only one true demon clan member survived the Great 
Tempest and his progeny are few and far between. 


UNIVERSE 6 NAMEKIANS 


The Universe 6 namekians, the counterpart to the Universe 7 
namekians, never suffered the cataclysmic Great Tempest. 
They remained strong and with the influence and aid of the 
Universe 6 Saiyan's, became soldiers for good. These 
namekians are typically locked inside universe 6, but a few 
managed to come across the universal barrier in the past. 
These namekians, who had albino skin, were shunned by 
their brethren. Most of them were killed and sent to the 
furthest reaches of the universe with no hope of escape. 
These namekians evolved into destructive, evil and vampire- 
esque entities in the long dark. of their isolation. 
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NAMEKIAN NAMES 


Namekians are named after a variety of tools, instuments, or 
from gastropods. 

Namekian Names. Banjo, Bell, Bongo, Dende, Drum, 
Gastro, Harp, Nail Piccolo, Pod, Slug, Snai] Viola. 


NAMEKIAN TRAITS 


Your Namekian character has alien and slug-like traits. 

Ability Score Increase. Your Constitution score increases 
by1 

Age. Namekians are an exceptionally long lived race. It 
isn't uncommon for them to live for a thousand years or 
more. 

Alignment. Namekians tend to favor neutrality in all 
things, good or evil Choose a lawful alignment. 

Size. Namekians typically range from 6 ft to ft 8 in height. 

Speed Your base walking speed is 30ft. 

Language. You can speak, read, and write Common, 
Namekian, and on other language of your choice. 

Long Limbed When you make a melee attack on your 
turn, your reach for it is 5 feet greater than normal 

Regeneration. As an action, you can spend a hit dice to 
heal equal to the amount rolled or regrow a limb or other 
body part you have lost. You gain one level of exhaustion each 
time you regenerate. 

Trance. Namekians do not sleep. Instead they meditate 
deeply, remaining semi-conscious, for 4 hours a day. While 
meditating, you do not dream, but enter a calm state where 
you have learned either to hone your mental fortitude or to 
shadowbox against mental foes. After resting in this way, you 
gain the same benefit a human would from 8 hours of sleep. 

Subrace. The namekians have several forms. Choose one 
from Demon Clan, Dragon Clan, Warrior Clan, or Albino 
Clan. 
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DEMON CLAN 


Demon clan namekians are known for their sadism and 
terrifying personalities. They are the rarest of the namekians. 

Ability Score Increase. Your Charisma score increases by 
2 

Menacing Presence. You have proficiency in the 
Intimidation skill 

Great Namekian Form. Starting at level 3, you can cast 
the spell enlarge/reduce once with this trait and regain the 
ability to do so when you finish a long rest. You can only grow 
larger with this trait. Charisma is your spellcasting ability for 
it. 


DRAGON CLAN 


Dragon clan members are known for their long lives, prowess 
as healers, and ability to create wish granting dragons. 

Ability Score Increase. Your Wisdom score increases by 
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Healing Hands. As an action, you can touch a creature and 
cause it to regain a number of hit points equal to your level 
Once you use this trait, you can't use it again until you finish a 
long rest. 

Dragon Creation. Starting at level 3, you can cast the spell 
find familiar as a ritual When you cast the spell, you can 
choose one of the normal forms for your familiar or a young 
namekian wish dragon*. Wisdom is your spellcasting ability 
for it. 


WARRIOR CLAN 


Technically a part of the Dragon Clan, the Warrior Clan 
namekians are the members of the Dragon Clan who are 
blessed with martial prowess and have little to no magical 
skill. Born one in every few dozen namekians, the Warrior 
Clan are the defenders of the people. 

Ability Score Increase. Your Strength score increases by 
2 

Hardened Fists. Warrior Clan namekians go through 
rigorous training to hone their martial ability. Your unarmed 
strikes deal 1d6 + strength modifier bludgeoning damage 
instead of the damage they would normally do. 

Natural Athlete. You have proficiency in either the 
Acrobatics or Athletics skill 


ALBINO CLAN 


Thought to be long extinct, the Albino Clan of Namek was 
wiped out by the Dragon Clan long ago due to an ancient 
blood feud. Led by Guru before he became an ascetic and 
peaceful leader for his people, the campaign against the 
albino namekians was violent and brutal, resulting in the 
death of more than half of the namekian race. In a last ditch 
effort to survive genocide, the albino namekians used the 
dragon balls to be transported to a far off world 
Unfortunately, their wish backfired and the race was trapped 
ona sunless world at the very edge of the galaxy. The life on 
the world they transported to was hostile and thirsted for 
blood. They survived for awhile without giving in to the horror 
of their new lives, but they eventually gave in and were 
exposed to an infectious disease that ravaged their new world 
long before they arrived. Now, after hundreds of years trapped 
ona sunless planet on the far side of the galaxy, they have 
been warped into a bloodthirsty shadow of what they once 
were. 

At the edge of the galaxy, after contact with a new world, 
rumors and reports of powerful white monsters with 
antennae have begun to grow. Those who live in the outer rim 
have started 

Ability Score Increase. Your Dexterity score increases by 
2 

Superior Darkvision. You have superior vision in dark and 
dim conditions. You can see in dim light within 120 feet of 
you as if it were bright light, and in darkness as if it were dim 
light. You can't discern color in darkness, only shades of gray. 

Sunlight Sensitivity. You have disadvantage on attack rolls 
and Wisdom (Perception) checks that rely on sight when you, 
the target of the attack, or whatever you are trying to perceive 
is in direct sunlight. 

Vampiric Bite. Your fanged maw is a natural weapon, 
which you can use to make unarmed strikes. If you hit with 
your bite, you deal piercing damage equal to 1d4 + your 
Strength modifier. As a bonus action, you can make a special 
attack with your bite. If the attack hits, it deals necrotic 
damage equal to your Intelligence modifier, and you gain 
temporary hit points (minimum of 1) equal to your 
Constitution modifier. 

Life in the Dark. You have proficiency in the Stealth skill 


YouNG NAMEKIAN WISH 
DRAGON 


Tiny Dragon, True Neutral 


Armor Class 13 
Hit Points 7(2d4 + 2) 
Speed 15ft., fly 60 ft. 


STR DEX CON INT WIS CHA 
6 (-2) 15 (+2) 13 (+1) 10(+0) 12(+1) 10(+0) 


Skills Perception +3, Stealth +4 

Senses Blindsight 10 Ft., Darkvision 60 Ft., passive 
Perception 13 

Languages Understands Common, Draconic, and 
Namekian But Can't Speak 

Challenge 1/4 (50 XP) 


Keen Senses. The young namekian wish dragon has 
advantage on Wisdom (Perception) checks that rely 
on sight, hearing, or smell. 


Magic Resistance. The young namekian wish dragon 
has advantage on saving throws against spells and 
other magical effects. 


Limited Telepathy. The young namekian wish dragon 
can magically communicate simple ideas, 
emotions, and images telepathically with any 
creature within 100 ft. of it that can understand a 
language. 


Variant: Familiar. The young namekian wish dragon 
can serve another creature as a familiar, forming a 
magic, telepathic bond with that willing 
companion. While the two are bonded, the 
companion can sense what the young namekian 
wish dragon senses as long as they are within 1 
mile of each other. While the young namekian wish 
dragon is within 10 feet of its companion, the 
companion shares the pseudodragon's Magic 
Resistance trait. At any time and for any reason, the 
young namekian wish dragon can end its service as 
a familiar, ending the telepathic bond. 


Actions 


Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one target. Hit: (144 + 2) piercing damage. 


Grant Wish, As an action, the young namekian wish 
dragon can grant a minor wish. This minor wish 
allows the young namekian wish dragon to cast a 
single spell of 1st level or lower from the Cleric 
spell list. The young namekian wish dragon 
becomes dormant as a small orange ball with a 
single star in its center and can't use this feature 
again until it finishes a long rest. 


NEO-TUFFLE 


"WE WERE GOING TO UNITE 
THE UNIVERSE! NO MORE 
INDIVIDUALS FIGHTING ONE 
ANOTHER. EVERYONE WOULD 
BE OF ONE MIND." - BABY 


Ona derelict spaceship, a glass pod hums and crackles with 
the last energy the ship core was able to procude. As it 
sputters and dies, the glass pod opens and a silver-grey 
humanoid jumps out. A nearby scientist keeping himself alive 
with an oxygen tank smiles and tells the newborn neo-tuffle 
to take his body and to revive the tuffle race. 


TUFFLES AND SAIYANS 


On a far off world, two races of humanoids, the saiyans and 


the tuffles, grew side by side. The saiyans were brutish, but 
powerful and usually took what they wanted In contrast, the 
tuffles were weak and frail, but incredibly intelligent. They 
created technology and advanced rapidly to levels near space 
travel. Unfortunately, their proximity brought them into 
conflict. 

While they may have evolved from the same original 
species, the two couldn't be more different. These differences 
made it impossible to reconcile any grievances and a war 
broke out. The tuffles did not win. In their hate, the saiyans 
waited for their Oozaru forms to be available and genocided 
the tuffles. One scientist, Dr. Lychee, foresaw this and 
prepared for the tuffles revival by creating the neo-tuffles. 


CREATION OF THE NEO-TUFFLES 


Created to get revenge on the saiyans and to revive the tuffle 
race, the neo+tuffles are bio-mechanical parasites coded with 
the genetics of all tuffles. Essentially, they are a walking 
genetic library for an extinct race. Because of this, neo-tuffles 
usually have an innate animosity towards saiyans that drives 
them to be reckless and hateful Not all neo-tuffles possess 
this trait though. Some exist solely to revive the tuffles and 
these neo-tuffles are often allowed to live among other races. 
Some even work at the Capsule Corporation, working to 
perfect the technology needed to revive their race without 
using their possession abilities. 


BABY 


The strongest of all neo-tuffles was a sad creature named 
Baby. Awoken long before any other neo-tuffle, Baby was the 
vengeful spirit of the Tuffle King and Dr. Lychee personified. 
His hatred for the saiyans was immense and it led to his 
down fall. In his haste to kill them and prove the tuffles 
superiority, he resorted to the same crude tactics as the 
saiyans did when they genocided the tuffles, becoming what 
he hates most. This let a saiyan get the better of him and end 
his life. Modern neo-tuffles see Baby as either a martyr or a 
fool. 


NEO-TUFFLE NAMES 


Neo-tuffles, like the tuffles before them, are typically named 
after fruits and fungi. Baby is an exception to this rule due to 
how he was awakened, but one could assume that he would 
‘have followed the same tradition. 

Male Names. Beporto, Enoki, Gomang, Heric, Jemish, 
Ikwi, Matsu, Melwa, Morel, Oren, Payap, Porci, Russ. 

Female Names. Avuaga, Ayati, Chantere, Curra, Granat, 
Kamin, Maris, Nana, Piota, Plum, Rina, Shii, Tinula. 


Sd. 


NEO-TUFFLE TRAITS 


A Neo-Tuffle is a bio-mechanical parasite. 

Ability Score Increase. Your Intelligence score increases 
by 2 and your Dexterity score increases by 1. 

Age. Tuffle Mutants can theoretically live forever, especially 
if they manage to Tuffleize enough people. Beyond this, they 
rapidly mature once given enough energy, reaching adulthood 
in a matter of months. 

Alignment. Neo-Tuffle's are beings created to fight for and 
preserve the Tuffle race. As such, they tend to favor Lawful 
alignments. Though, by most races standards, their version 
of a Lawful alignment is heavily distorted 

Size. Tuffles are rarely in their own form, but stand slightly 
smaller than a human on average. Your size is medium. 

Speed Your base walking speed is 30ft. 

Language. You can speak, read, and write Common and 
Tuffleish. 

Living Construct. Even though you were constructed, you 
are a living creature. You are immune to disease. You do not 
need to eat or breathe, but you can ingest food and drink if 
you wish. Instead of sleeping, you enter an inactive state for 4 
hours each day. You do not dream in this state; you are fully 
aware of your surroundings and notice approaching enemies 
and other events as normal. 

Tuffle Knowledge. Choose one skill from Arcana, History, 


Investigation, Nature, Medicine, or Perception. You have Ù 
proficiency in that skill SÒ 


Neo-Tuffle Possession. As an action, you can @ 
attempt to possess a creature with a CR less than! d 
or equal to 1/4 within 5 feet of you. The creature 

must be below its maximum hit points. The creature 
must make a Charisma saving throw. The DC for this saving 
throw is 8+ your Intelligence modifier + your Proficiency 
bonus. On a success, the creature resists your possession. On 
a failure, you disappear into the target, and the target is 
Incapacitated and loses control of its body. You now control 
the body but don't deprive the target of awareness. You retain 
your Alignment, Intelligence, Wisdom, and Charisma scores. 
While inside a creature, you have total cover against attacks 
and other effects originating outside your host. You are still 
subject to spells that target you mentally, such as hold person 
and charm person. You otherwise use the possessed target's 
Statistics, but don't gain access to the target's knowledge, 
Class Features, or Proficiencies. 

The possession lasts until the body drops to 0 Hit Points, 
you end it as a Bonus Action, you are targeted by a protection 
from evil and good spell, or a number of rounds equal to your 
Intelligence modifier (minimum 1) have passed. When the 
possession ends, you reappear in an unoccupied space within 
5 feet of the body. The target is immune to your Possession 
for 24 hours after succeeding on the saving throw or after the 
possession ends. The CR of creature you can possess 
doubles at Sth level to 1/2, 11th level to 1, and 17th level to 2. 
Additionally, starting at level 17, if a creature fails their saving 
throw by 5 or more, they are considered Tuffleized A 
Tuffleized creature will permanently follow your orders as 
per the dominate beast or dominate person spells until the 
effect is removed by a Remove Curse spell the creature drops 
to 0 hit points, or the creature is exposed to holy water. 

Once you have used this trait, you cannot use it again until 
you complete a long rest. 


SAIYAN 


Ona distant and prosperous world, there is a gleaming city. 
Lit by the light of technology, this city is the capital of the 
world and the sign of economic success and the strength of 
the people who built it. Unfortunately for them, what appears 
to be several meteorites arc across the sky towards the 
capital city before landing in a violent explosion. A minute of 
silence passes before fires begin to erupt all across the city 
and giant, ape-like monsters appear out of nowhere. Within 
the hour, the city is destroyed and the monsters head to the 
next closest city. 

This is a common occurrence for those who find 
themselves at the mercy of the brutal mercenary race known 
as the saiyans. Or, more accurately, it was. Before the 
majority of the race was exterminated, they terrorized the 
galaxy. Nowadays though, the saiyans are rarely spoken of, 
but some think they might have survived on far off worlds due 
to their resilient nature. 


THE SAIYAN HOMEWORLD 


Decades ago, an arid, desert world with a blood red sky was 
destroyed. This was the homeworld of the saiyans, otherwise 
known as Planet Vegeta. Long ago, Planet Vegeta was a 
beautiful planet with vast forests and oceans, but, in their 
greed and hate, the saiyans destroyed their own world. Their 
war-like, and territorial nature combined with the lack of land 
and resources to properly sustain them led to the death of 
many saiyans at the hands of their neighboring race; the 
tuffles. The saiyans ultimately came out on top, but their 
population was drastically reduced by the war. The tuffles, on 
the other hand, did not come out of the combat at all They 
died out, leaving behind only one of their experiments deep in 
an unknown lab. 


SAIYAN BIoLOGY 


Saiyans are almost identical to humans physically. The only 
things that would clue one in that they are dealing with a 
saiyan and not a human is their monkey-like tail and thick, 
spiky and always black hair. Everything else, including 
average height, build, and skin tones, are the same. But, 
internally the saiyans are very different. They hold an innate 
power inside of them that grants them a naturally defined 
musculature, the ability to grow in strength from near death 
experiences, and the ability to become a large ape-ike 
monster known as the Oozaru. 


TURBULENT SOCIETY AND RAPID 
CHANGE 


But, with the arrival of King Cold, an alien who sought 
to dominate the galaxy, things changed abruptly. 
Technological advancement was rapid under his direction 
and the saiyans were changed from mercenaries, pirates, and 
warlords into a functional military force with no equal. With 
their Oozaru form, they were able to rapidly expand the 
empire of King Cold over the years and served him loyally. It 
is ture that it was mostly out of fear for the power King Cold 
held, but their was some respect for their dictator that drove 
the saiyans to further heights. Unfortunately, King Cold didn't 
respect their loyalty much in return. After centuries of ruling 
his empire, King Cold retired and left his empire to his newly 
created son, Frieza. 


THE SAIYAN EXTINOTION 


Society for the saiyans pre-King Cold was scattered The 
different groups of saiyans carved out there own territories 
that they would guard with their lives, showing their 
inherently destructive and territorial nature. But, once they 
were united under the banner of King Vegeta the First, the 
saiyans directed their aggression elsewhere and developed a 
somewhat functional feudal society based on fighting ability. 
The strongest ruled through dominating power and nothing 
else. 


Frieza's rule would prove to be a death sentence to the 
saiyans. Unlike his father who ruled in a way that the saiyans 
thought fair, Frieza was anything but. He was a paranoid, 
brutal, and narcissistic dictator who always jumped to the 
death penalty to anyone who dared to offend him. And, in his 
eyes, the saiyans have always been a walking offense. They 
held a position of military power in his empire, but did not 
meet his standards and were constantly and consistently 
getting stronger due to their biology. All of this combined led 
to the extinction ofthe saiyan race at his hand. 


Frieza recalled all saiyans to their homeworld and 
destroyed the planet with a powerful blast of energy Some 
saiyans realized that Frieza was planning something and 
stayed away, but a majority of the saiyans would die in the 
destruction of their world. The rest were scattered and in 
hiding. You are either one of these saiyans or one of their 
descendants. 


SAIYAN NAMES 


Saiyan names tend to be derived from a food item, but can be 
anything based on the cultures they have interacted with. 
Male Saiyan Names: Bardock, Broly, Cabba, Kakarot, 
Nappa, Paragus, Raditz, Shugesh, Tarble, Taro, Tora, Vegeta. 
Female Saiyan Names: Anise, Caulifla, Celleri, Courne, 
Fasha, Gine, Kale, Parslee, Spice. 


SATYAN TRAITS 


Your saiyan character has a powerful body and immense 
pride. 

Ability Score Increase. Your Constitution, Dexterity, and 
Strength scores each increase by 1 

Age. Saiyans age slowly for the majority of their life, 
instead aging in bursts. They live the same amount of time as 
a human. 

Alignment. Saiyans tend to be violent and indulge in their 
desires. They tend to favor chaotic alignments. 

Size. Saiyans range from 4 ft to 7 feet in height. You are a 
medium creature. 

Speed Your base walking speed is 30ft. 

Language. You can speak, read, and write Common and 
Saiyan. 


‘Powerful Build On planet Vegeta, the gravity is 10 times 
that of Earth, and the body of a saiyan is adapted to that. You 
count as one size larger when determining your carrying 
capacity and the weight you can push, drag, or lift. 

Saiyan Pride. Your saiyan pride won't let you back down 
from a fight or be controlled, no matter what. You have 
advantage on saving throws against the Charmed and 
Frightened conditions. 

Saiyan Instinct. A saiyan is always ready to fight. You add 
+1 to your Initiative rolls. 

Prehensile Tail Asa saiyan, you were born with a tail that 
measures 5 feet in length. Should you lose your tail, it 
regrows in 1d6 weeks unless surgically removed. While you 
do not have your tail, you cannot become an Oozaru. You can 
use your action to control to control your tail You can use 
your tail to manipulate an object, open an unlocked door or 
container, stow or retrieve an item from an open container, or 
pour the contents out of a vial Your tail can't attack, activate 
magic items, or carry more than 10 pounds. Additionally, you 
have disadvantage on Strength (Athletics) and Dexterity 
(Acrobatics) against being grappled when your tail is grabbed 

Oozaru. When a saiyan looks at a full moon or is exposed 
to the Moonbeam spell, they must make a DC 15 Wisdom 
saving throw to avoid becoming an Oozaru. On a success, you 
maintain control of yourself and stop the transformation. On 
a failure, you transform into an Oozaru until you are no 
longer under the influence of the moon. During this time, the 
DM has control over what your character does until the 
transformation wears off. If you fall to 0 hit points as an 
Oozaru, you fall out of the transformation and are 
unconscious. 


die _—_—_—_________—— x 


SAIYAN VARIANTS 
MUTANT SAIYAN 


Mutant saiyans are an incredibly rare genetic 
variant of the pureblood saiyan with immense 
battle power that they cannot control and often 
drives them insane. 

Ability Score Increase. Your Strength score 
increases by 2 and your Constitution score 
increases by 1. 

Uncontrollable Oozaru. You automatically fail 
Wisdom all saving throws to avoid becoming an 
Oozaru. 

Mutant Endurance. You can focus yourself to 
occasionally shrug off injury. When you take 
damage, you can use your reaction to roll a hit dice. 
Add your Constitution modifier to the number 
rolled, and reduce the damage by that total. After 
you use this trait, you can't use it again until you 
finish a long rest. This replaces the Saiyan Pride 
feature. 

Savage Attacks. When you score a critical hit with 
‘a melee weapon attack, you can roll one of the 
weapon's damage dice one additional time and add 
it to the extra damage of the critical hit. This 
replaces the Saiyan Instinct feature. 


HALF-SAIYAN 


Half-Saiyans are the result of a saiyan interbreeding 
with another race. Typically, a half-saiyan is half- 
human, but half-elven, half-dwarven, half-halfling, 
and many more are technically possible. 

Ability Score Increase. Your Constitution, 
Dexterity, and one other ability score of your 
choice increases by 1. 

Tail or No Tail Choose whether or not you were 
born with a tail. If you were born without a tail, you 
cannot achieve the Oozaru form or any subsequent 
forms that rely on it. Instead, you can enter a rage 
state where your power skyrockets. As a bonus 
action, you can enter your rage state. While in this 
state, you can add half of your proficiency bonus to 
all damage you deal for a number of rounds equal 
to your Strength modifier. Once you have used this 
trait, you cannot use it again until you complete a 
long rest. This replaces the Prehensile Tail feature if 
you choose to not have a tail. 

Beyond Battle. Half-saiyans have potential for 
great things outside of battle. Choose one skill. You 
gain proficiency in the chosen skill. This replaces 
the Saiyan Instinct feature. 


OOZARU 
Huge Beast, Unaligned 


Armor Class 13 
Hit Points 90 (13d12 + 5) 
Speed 40 ft., climb 40 ft. 


STR DEX CON INT WIS CHA 
16 (+4) 14(+2) 18 (+4) 7(-2) 8(-1) 7(-2) 


Skills Athletics +5, Perception + 3 
Senses Passive Perception 13 
Languages None. 
Challenge 2 (450 XP) 


Actions 


Multiattack The Qozaru makes two fist attacks. 


Fist Melee Weapon Attack: +4 to hit, reach 10ft., 
one target. Hit (246 + 3) Bludgeoning damage. 


Rock Ranged Weapon Attack:+4 to hit, reach 
50/100 ft., one target. Hit: (3d6 + 3) Bludgeoning 
damage. 


Fire Breath (Recharges on a 5-6). The Oozaru exhales 
fire in a 30-foot cone. Each creature in that area 
must make a DC 15 Dexterity saving throw, taking 
(6d6) fire damage on a failed save, or half as much 
damage on a successful one. 


SHINJIN 


"ONCE AGAIN MORTALS 
IMITATE THE GODS, AS THEY 
ALWAYS DO... AND WHY IS 
THAT? BECAUSE THE GODS ARE 
GREAT? BECAUSE THE GODS 
ARE TOO BEAUTIFUL?" - 
ZAMASU 


On a world at the center of creation stands a tall tree. Built 
around this tree is the civilization of the gods; the shinjin. 
Otherwise known by their official title, Kai, the Shinjin are a 
humanoid race with white hair and incredible powers. 


PEACEFUL HisToRY 


For the majority of shinjin history, nothing has happened. 
They maintain the universe as caretakers, working alongside 
the Gods of Destruction to ensure that the universe stays in 
balance and doesn't stagnate. Their lives were peaceful, 
happy, and filled with fun. Most of their time was spent 
learning and bettering themselves. It was the ideal life for any 
species. Unfortunately, their peaceful lives did not last forever 


BIBIDI AND BUU ATTACK 


On the sacred homeworld of the kai, it was a warm summer 
day. Life was pleasant and all of the Kai were relaxing and 
having fun, taking a short break from their godly duties. And 
then Buu and his master, the wizard Bibidi, arrived and 
caused havoc to break loose. Buu ate and killed most of the 
shinjin there, absorbing their power into himself. He was 
eventually defeated, of course, but at the cost of the majority 
of the serving Kai, leaving a weak leadership behind that 
would damn the universe down the road. 


RoLE or THE KAI 


The role of the Kai can only be held by a shinjin. Their duty is 
to take care of the universe, governing it alongside the God of 
Destruction. Known roles include the Supreme Kai, Grand 
Kai, the Kai of Time, and the Kai's of the cardinal directions 
who each watch over a region of space. 


BORN FROM THE WORLD TREE 


Shinjin are born from the fruit ofthe world tree at the center 
of the Kai homeworld. Most fruits drop a standard shinjin, but 
some, drop the shinjin who will become important Kai. 
Despite being born from fruit, the shinjin grow into a 
standard mortal physique of two arms, two legs, and a head. 


SHINJIN NAMES 


Shinjin are an asexual race, but portray male or female 
depending on the fruit they are born from. 

Shinjin Names. Anato, Chronoa, Demigra, Eyre, Fen, 
Fuwa, Kibito, Kuru, Ogma, Pell Roh, Shin, Wairu, Zen. 


SHINJIN TRAITS 


You are a Kai, one of the core people who maintain creation. 

Ability Score Increase. Your Wisdom score increases by 2 
and your Charisma score increases by 1. 

Age. You age incredibly slowly. Your life span is measured 
in thousands of years. 

Alignment. Shinjin almost always favor law and order over 
chaos. They tend to favor lawful alignments. 

Size. Shinjin range from 4 ft to 8 feet in height. 

Speed Your base walking speed is 30ft. 

Language. You can speak, read, and write Common and 
Celestial 

Skill of a God. You gain proficiency in two skills of your 
choice. 

Godly Telepathy. You can speak telepathically to any 
creature within 30 feet of you that you can see. You dont 
need to share a language with the creature for it to 
understand your telepathic messages, but the creature must 
be able to understand at least one language or be telepathic 
itself The creature can respond to you until the start of your 
next turn. You can speak telepathically in this way to only one 
creature at a time. 

Kai-Kai. Starting at level 3, you can cast the spell misty 
step once with this trait and regain the ability to do so when 
you finish a short or long rest. Intelligence is your 
spellcasting ability for it. 


SPHINX 


"I AMA GOD WITH A HEART, 
BUT THERE IS ONE THING I 
CANNOT TOLERATE...PEOPLE 
WHO DON'T PAY THE PROPER 
RESPECT TO OTHERS." - LORD 
BEERUS. 


A purple aura surrounds the God of Destruction. It grows in 
intensity until a massive newborn sun appears behind him, 
threatening to wipe out all life in the area. The heat and 
pressure are intense. But, luckily, someone catches his 
attention and manages to convince him to play a game. 


Once Gops, Now Kines 


Very little is known about the cat-like race known to most as 
the Sphinx. Legends speak of a time when they ruled over the 
universe nearly a hundred million years ago. But that time 
has long since passed. Now, the most common place to find a 
sphinx is as a noble or king of some sort. They make their 
way to backwater worlds and establish themselves with their 
might, becoming respected through fear by those they choose 
to subjugate. That isn't to say that sphinges are evil though. 
Most sphinges are actually fairly nice and fun loving so long 
as you don't get on their bad side. Luckily, the apathetic 
nature of the sphinges makes this difficult. 


A MEAL FIT FOR A GoD 


Only luxury fit for a god is adequete to a sphinx. They revelin 
high class situations. But nothing shows their obsession with 
quality more than their lust for high quality, expertly prepared 
food All sphinges suffer this weakness. If you are ever on the 
bad side of a sphinx, it is said that a single meal can right any 
wrong. Just make sure it fits their taste. If it doesn't, you very 

well might end up dead. 


TWINS 


All sphinges are born as twins. Your twin is your greatest 
rival, but also an ally you know you can call upon. The solitary 
nature of sphinges makes it difficult to get along with your 
twin at times, but you share a powerful bond that lets you 
know whether your twin is alive. When a sphinges twin dies, 
it can drive them insane. 


SPHINX NAMES 


The name of a Sphinx is almost always a mononym and tend 
to be based around alcohol or other beverages. 

Male Names. Al, Beerus, Bourb, Cogna, Champa, Cid, 
Porter, Rum, Vodko. 

Female Names. Absin, Amar, Brandy, Daquiri, Gin, Merlot, 
Tequila, Verma. 


SPHINX TRAITS 


Your Sphinx character gains destructive capabilities. 

Ability Score Increase. Your Charisma score increases by 
2 and your Dexterity score increases by 1. 

Age. Your life span is measured in thousands of years, but 
you reach maturity around the same time as a human would 

Alignment. Sphinges tend to be apathetic towards the 
needs and wants of anyone but themselves. Because of this, 
they favor neutral alignments. 

Size. Sphinges range from 5 ft to 7 feet in height. You are a 
medium creature. 

Speed Your base walking speed is 30ft. 

Language. You can speak, read and write Common, 
Sphinx, and one additional language of your choice. 

Darkvision. You can see in dim light within 60 feet of you 
as if it were bright light, and in darkness as if it were dim 
light. You can't discern color in darkness, only shades of gray. 

Cat's Claws. Because of your claws, you have a climbing 
speed of 20 feet. In addition, your claws are natural weapons, 
which you can use to make unarmed strikes. If you hit with 
them, you deal slashing damage equal to 1d4 + your Strength 
modifier, instead of the bludgeoning damage normal for an 
unarmed strike. 

Resist Destruction. You have resistance to Necrotic 
damage. 

Destruction Before Creation. You know the energy ball 
cantrip. Starting at level 3, you can cast the spell shatter once 
with this trait and regain the ability to do so when you finish a 
long rest. Starting at level 5, you can cast the spell fireball 
once with this trait and regain the ability to do so when you 
finish a long rest. Charisma is your spellcasting ability for 
these spells. 


ENERGY BALL 
Evocation Cantrip 


Casting Time: 1 action 
Range: 30 feet. 
Components: V, S 
Duration: 1 round 


You summon forth a ball of energy. Theball is roughly 1 
foot by 1 foot in size and glows purple in color. When you 
summon it, make a ranged spell attack on a creature within 
range. On a hit, a creature takes 1d6 Necrotic damage. If it 
misses, the floats floats just above the ground until the start 
of your next turn. If a creature touches the ball before it 
disappears, it takes 1d6 Necrotic damage. Additionally, an 
allied creature can use their action to attack a creature within 
range with the orb. This attack uses your spell attack bonus. 

This spell’s damage increases by 1d6 when you reach Sth 
level (246), 11th level (3d6) and 17th level (4d6) 


TEMPORAL 


"I AVOIDED YOUR VITALS, BUT 
YOU WON'T BE WAKING UP 
soon." - HIT 


Deep in a corrupt city in Universe 6, a temporal a humanoid 
with no hair and purple skin, waits for his target to be in 
position. He lets out a sigh in the cold air, causing a mist to 
form in front of him. He usually gets bored waiting, but sits in 
his spot nonetheless. When the target is in place, time 
shatters and stops for what seems like just a second. When it 
resumes, the target, a fat CEO, is dead on the ground and the 
temporal is walking away, hands in his pockets. None of the 
CEO's bodyguards raise a finger, recognizing the legendary 
assassin. 


UNKNOWN ORIGINS 


The origin of the temporal race is shrouded in mystery. Very 
few of them seem to exist and the few that do don't talk about 
themselves or where they came from. Some speculate that 
their race suffered some sort of catastrophe that erased 
much of their history. Continuing on that hypothesis, once 
could make the assumption that, to prevent something like 
that from happening again, the temporals keep their secrets 
to themselves. Of course, this is all baseless since, when 
asked, a temporal will neither confirm or deny just about any 
question regarding their race. 


TIME CONTROL 


All temporal's can control time to a degree. The origin of this 
power is as mysterious as the origin of the temporal's 
themselves, but there are a few facts known about it. They 
can sense time perfectly, even when it should be distorted If 
pressured, they can manipulate it to speed up or slow down 
to small degrees. And lastly, if they devote the time to practice 
and hone their gift, they can even stop time entirely. 


THE LEGENDARY ASSASSIN 


Hit, the most well known member of the temporal race, is a 
legendary assassin without equal Known for killing his 
targets in a single blow, the assassin Hit has never failed a job 
in his 1,000+ years of life. His exact age is unknown, much 
like the rest of the man's history. What is known about Hit is 
that he isa cold, aloof, and somewhat gloomy man focused on 
his work. Perhaps surprisingly, Hit does have a strong moral 
code despite being an assassin. When he noticed that the 
Frieza clan member Frost was cheating in the Tournament of 
Destroyers, he punished him by beating him within an inch of 
his life. He is a strange man, but one that has influenced his 
race. 


TEMPORAL NAMES 


Regardless of gender temporal names are a form of attack, 
fighting style, or action. 

Temporal Names. Bash, Blow, Box, Choke, Clinch, Cut, 
Gouge, Hit, Hook, Jab, Jitsu, Judo, Lock, Punch, Strike. 


TEMPORAL TRAITS 


Temporal's gain several time based abilities. 

Ability Score Increase. Your Dexterity score increases by 
2 and your Intelligence score increases by 1. 

Age. Temporal's can live up to 2,000 years if they take care 
of themselves. 

Alignment. For the temporal's, time is tangible and able to 
be manipulated. They tend to favor neutral alignments. 

Size. Temporal's stand between 5 and 7 feetin height. 
Your size is medium. 

Speed Your base walking speed is 30 feet. 

Language. You can speak, read, and write Common and 
Temporal Temporal is a language much like any other, but 
few speak it in the modern day. Even the temporals tend to 
‘speak the common tongue more often than their own 
language. 

Manipulate Time Starting at level 5, choose either Haste 
or slow. You can cast the chosen spell once with this trait and 
regain the ability to do so when you finish a long rest. You can 
also change your spell choice whenever you finish a Long 
Rest. Intelligence is your spellcasting ability for them. 

Attuned to the Flow. You can sense time perfectly. You 
always know the number of hours left before the next sunrise 
or sunset, what time it is, etc. 

Hit's Influence. You have proficiency in the Stealth skill 

Time-Skip. Your control of time allows you to move in an 
instant relative to those around you. When you move on your 
turn in combat, you can choose to skip time until the end of 
your turn. While time is skipped, your movespeed is halved 
and your movement doesn't provoke Opportunity Attacks for 
the rest of the turn. Once you use this trait, you can't use it 
again until you move 0 feet on one of your turns. 


VIMACA —“ 


"...I DETEST THE SORT OF 
PEACE THAT YOU PEOPLE WANT 
TO PRESERVE ON THIS PLANET 
AND OTHERS. ALL THOSE WHO 
WOULD STRIVE FOR SUCH 
NONSENSE...SHOULD BE 
ERADICATED." - Moro 


On an asteroid in deep space, a cloaked wizard summons his 
foul power and focuses on a nearby inhabited planet. He 
chants and draws the energy of the planet's life to him in the 
form of a small ball A smirk crosses his face as he eats it, 
stealing their power for himself. 


PLANET-EATER Moro 


The mad mage, Moro, once dominated the known universe. 
Responsible for the destruction of over three hundred 
seperate worlds, Moro was defeated by the grand supreme 
kai over 10 millions years ago and left to rot in prison. He has 
recently escaped, causing other vimaca to begin to slowly 
come out of the shadows, embracing the rule of the man who! 
almost ended their race. 


NEAR EXTINCTION 


Nearly ten million years ago, the goat-like race of mages and 
warriors, the vimaca, were wiped out by one of their own. 
But, before their near extinction, the vimaca were a 
spacefaring race with little equal. Even before the 
namekians of Universe 6 took hold, the Vimaca were 
colonizing worlds and subjugating them with 

their power to absorb life force. Now, the vimaca are 
a pale shadow of what they once were. Only a few 
hundred remain in existence, scattered all across 
creation. 

They have lived in hiding on remote worlds, 
extending their lives slowly and artificially all this 
time. The vimaca have been gone for so long that 
most races have forgotten about them. Soon 
they will be reminded of the horror they once 
brought to the universe; horror that the 
Grand Supreme Kai won't be there to stop 
this time. 


Lire EATING MAGIC 


The trademark magic of the vimaca allows them to steal the 
life energy of others. Discovered by Moro before he ate his 
own planet and people, this magic spread rapidly across the 
world and allowed them to become a powerful force in the 
galaxy. But this kind of magic always leads to greed and 
paranoia. As poweful as it made them, every vimaca who 
knew this magic was always looking behind them. One could 
assume that this is, in part, the reason why Moro used it to 
destroy his own people. 


VIMACA NAMES 


Vimaca naming traditions have found their way into many 
other cultures. In these cultures, the names of prominent 
demons and devils and the common names used by vimaca 
are one and the same. 

Male Names. Ammon, Atho, Baal, Baphom, Beel, El Hern, 
Janic, Marduk, Moro, Ningir Omet. 

Female Names. Agnu, Artem, Dutt, Ea, Faun, Hath, Jungi, 
Kernu, Mora, Oann, Shaf. 


VIMACA TRAITS 


The vimaca are a rare race of goat-like battle mages. 

Ability Score Increase. Your Intelligence, Strength, and 
Wisdom scores each increase by 1. 

Age. A vimaca reaches maturity around 16 years old and 
can, if they eat enough energy, potentially live forever. If they 
choose to not eat energy in this way, they usually live to 
around 150 years old 

Alignment. Vimaca, much like the famous world-eating 
Wizard, possess a peculiar sense of law centered around their 
hunger for energy. They tend to favor Lawful or Neutral 
alignments. 

Size. Vimaca stand between 6 and 8 feet in height. Your 
size is medium. 

Speed Your base walking speed is 30 feet. 

Language. You can speak, read and write common and 
one additional languages of your choice. 


I Know You're Watching. You have advantage on all saving 
throws against magic used to observe you and you have 
advantage on all Wisdom (Perception) checks to notice if you 
are being observed by magic. Examples of spells this trait 
works with include scry and arcane eye. 

Life Eater. As an action, you can make a special attack 
against all creatures within 10 feet of you and attempt to 
absorb their life energy. Those creatures must make a 
Constitution saving throw. The DC for this saving throw 
equal 8 + your Intelligence modifer + your Proficiency Bonus. 
If a creature succeeds, nothing happens. On a failure, you 
deal 2d6 necrotic damage to them and heal equal to half of 
the damage dealt. Once you have used this feature, you 
cannot use it again until you complete a long rest. 

Vimaca Spellcasting. You know the thaumaturgy cantrip. 
Starting at level 3, you can cast the spell mage armor once 
with this trait and regain the ability to do so when you finish a 
long rest. Starting at level 5, you can cast the spell detect 
thoughts once with this trait and regain the ability to do so 
when you finish a long rest. Intelligence is your spellcasting 
ability for them. 
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AN EXPLANATION FOR THEIR RACE NAME 
The name "Vimaca" is a name derived from Latin. | 
did a rough google translate for "Life Eating Goats", 
which comes out as Vita Manducans Capellae in 
Latin, and took the first two letters from each word. 
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PATH OF THE WRATHFUL SAIYAN 


ome saiyans tap into the innate power of their 
blood not through intense training, but by letting 
their power go wild and consume them. These 
saiyans are one in a billion freak births that are 
said to show up once every thousand years or 
when the saiyan race needs their power the most. 
Unfortunately for them, their incredible strength 
often drives them insane if they can't find a way to control it 
and, even if they do, their own people will cast them out or kill 
them. 

Some old legends say they may be echo of the evil saiyans 
who fought against the first Super Saiyan God, existing to 
bring the saiyan race back in line with their dark path. 

Only available to saiyans. 


BRUTE FORCE 


You possess incredible strength and use it to brute force your 
way through combat. 

Starting at level 3, your unarmed strikes deal 1d4 + your 
Strength modifier Bludgeoning damage instead of the 
damage they would normally do. 

Your unarmed strike die increases to 1d6 at 6th level, 1d8 
at 11th level, and 1d10 at level 14. 

Additionally, when you are hit with a melee weapon attack 
or unarmed strike while raging, you can use your reaction to 
attempt to grapple the creature who made the triggering 
attack. 


WRATH STATE 


Also starting at level 3, you can tap into the power ofan 
Oozaru without fully transforming into one. Instead you 
contain it in your body and use it to fuel your wrath. 

You can forgo resistance to bludgeoning, piercing, and 
slashing damage when you enter a rage. If you do so, you 
instead grow one size larger and your unarmed strikes do 
the next die up in damage. For example, if your unarmed 
strike would deal 1d4 + your Strength modifier, it deals 
1d6 + your strength modifier instead. 

After you use the Wrath State and your rage ends, 
you cannot rage in this way again for 1 minute. 


WRATHFUL SUPER SAIYAN 


Starting at level 6, your rage gives rise to the immense power 
of the Wrathful Super Saiyan transformation. While in your 
Wrath State, you can use a bonus action to transform into the 
Wrathful Super Saiyan form. While in this form, you gain the 
all the benefits of your Wrath State and the following 
additional benefits: 


* Your movespeed increases by 10 feet. 


* You can use a bonus action to make your body shed bright 
yellow light for 20 feet and dim light for an additional 20 
feet. 


«While raging in this way, your unarmed strikes count as 
magical for the purpose of overcoming Resistance and 
immunity to nonmagical attacks and damage. 


* When you attempt to move a creature grappled by you, 
you can make a special Attack action while moving a 
grappled creature. You must use your full movement to 
use this attack and you must move in a straight line. You 
put the creature against a solid surface (eg. the ground, a 
wall etc.) and run at full speed, pushing them against and 
into it. They must make a Strength saving throw. A 
creature takes 3d6 + your Strength modifier Bludgeoning 
damage on a failed save, or half as much on a successful 
one. If the ground is considered rough terrain, the damage 
is 4d6 + your Strength modifier Bludgeoning damage 
instead. 


After you use the Wrathful Super Saiyan transformation 
and your rage ends, you suffer 1 level of exhaustion and you 
cannot rage again until you complete a short or long rest. 


UNCONTROLLABLE ENERGY 


The growth of your energy has become nearly uncontrollable, 
manifesting itself as powerful energy attacks. Unlike a 
standard saiyan, your energy takes on a dark green hue that 
betrays your nature as a child of legend. 

Starting at level 10, you can cast the spells eraser cannon 
and eraser blow once with this feature each and regain the 
ability to do so when you finish a long rest. Strength is your 
spellcasting ability for these spells. You can cast these spells 
while raging. 


LEGENDARY SUPER SAIYAN 


Starting at level 14, you have become the Legendary Super 
Saiyan. While in your Wrath State, you can use a bonus 
action to transform into the Legendary Super Saiyan form. 
You can transform into this state once with this feature and 
regain the ability to do so when you finish a long rest. While 
in this form, you gain the all the benefits of your Wrath State 
and the following additional benefits: 


* Your movespeed increases by 15 feet. Your movespeed 
increases by 30 feet instead at level 20. 


* You gain temporary hit points equal to three times your 
Barbarian level These temporary hit points vanish when 
your rage ends. 


® You can use a bonus action to make your body shed bright 
green light for 60 feet and dim light for an additional 60 
feet. 


«While raging in this way, your unarmed strikes count as 
magical for the purpose of overcoming resistance and 
immunity to nonmagical attacks and damage. 


* When you attempt to move a creature grappled by you, 
you can make a special Attack action while moving a 
grappled creature. You must use your full movement to 
use this attack and you must move in a straight line. You 
put the creature against a solid surface (eg. the ground a 
wall etc.) and run at full speed, pushing them against and 
into it. They must make a Strength saving throw. A 
creature takes 5d6 + your Strength modifier Bludgeoning 
damage on a failed save, or half as much on a successful 
one. If the ground is considered rough terrain, the damage 
is 646 + your Strength modifier Bludgeoning damage 
instead. 


«You can cast the spells from your Uncontrollable Energy 
feature as a bonus action. 


After you use the Legendary Super Saiyan transformation 
and your rage ends, you suffer 1 level of exhaustion and you 
cannot rage again until you complete a short or long rest. 


EMPEROR'S BLOODLINE 


ot all members of the Frieza Clan race are MERCLIESS TYRANT 
actually a member of the mutant bloodline 


of the Emperor of the Galaxy. You, however, 
are a member of that bloodline. You may be 
distantly or directly related, but you have 
the innate battle power that they possess. 
You are not only a powerful spellcaster, but 
your physical durability and natural musculature makes you a 
decent physical fighter as well 


Starting at level 18, the power of your bloodline has given rise 
to another merciless tyrant. While you may not seek to 
dominate the galaxy, you still possess the ruthless nature of 
your clan. 

Whenever you reduce a creature to 0 hit points or kill a 
creature with a sorcerer spell or an unarmed strike, you 
regain 1 sorcery point. If more than one creature is reduced 


Only available to the frieza clan to 0 or dies as the result of an Area of Effect spell you can 
only gain up to 3 sorcery points. 


BLOODLINE OF THE EMPEROR 


Your bloodlines power flows strong in you, granting you 
increased health and physical prowess. At lst level, your hit 
point maximum increases by 1 and increases by 1 again 
whenever you gain a level in this class. Additionally your 
unarmed strikes do 1d4 + your Charisma modifier 
bludgeoning damage instead of the bludgeoning damage they 
would usually do. 

Your unarmed strike die increases to 1d6 at 6th level, 1d8 
at 14th level, and 1d10 at 18th level. 


DURABLE MUTANT 


Also starting at level one, your innate durability gives you the 
ability to take more hits. As a reaction to being hit by any 
attack, you can reduce the damage by an amount equal to 
your Charisma Modifier (minimum 1) You can use this 
feature once and regain the ability to do so when you finish a 
long rest. You gain one additional use of this feature at level 
14 


EXTRA ATTACK 


Beginning at 6th level, you can attack twice instead of once 
when you take the attack action on your turn. 


EMPEROR'S PRESENCE 


Also starting at level 6, if you hit with an unarmed strike or 
spell attack and it is a critical hit, you can spend 1 sorcery 
points to force that creature to make a Wisdom saving throw. 
Ona success, nothing happens. On a failure, they are 
Frightened of you for a number of rounds equal to half your 
Sorcerer level. A creature can repeat their saving throw at the 
end of each of their turns, ending the effect on a success. 


MUTANT PRODIGY 


You are a prodigy even amongst your own bloodline, just like 
the Emperor himself. Starting at level 14, your latent natural 
abilties have given you the ability to weave your spells and 
unarmed strikes into your fighting style. When you use your 
action to cast a sorcerer spell, you can make one unarmed 
strike as a bonus action. 


WAY OF THE LEGEND 


mongst the warrior race known as the saiyans, 
there exists a legend of a golden haired warrior 
called the Super Saiyan. Said to possess the 
true power of the saiyan race, the super saiyan 
is a point of pride for the saiyans and fear for 
their enemies. Only available to saiyans. 


ZENKAI BOOST 


The natural ability of the saiyan race to grow stronger from 
near death experiences. 

Starting at level 3, when you are reduced to 0 hit points but 
not killed outright, you can spend 2 Ki points to heal equal to 
your monk level and gain advantage on your next attack roll 
You must finish a long rest before you can use this feature 
again. 

Starting at level 6, whenever you activate your Zenaki 
Boost, you gain a Zenkai Point. You must have dealt damage 
to the creature who activated the Zenkai Boost to gain a 
Zenkai Point. 

Additionally, at level 6 and whenever you level up, you gain 
a Zenkai Point regardless of which class you level up in. You 
can spend Zenkai to attain Super Saiyan Transformations as 
detailed in the Saiyan Transformations table. If an ally 
reduces you to 0 hit points, you do not gain a Zenkai. 


Ki TECHNIQUES 


You have spent years training your body and mind to use 
energy attacks. When you choose this tradition at 3rd level 
you learn spells that harness the power of your ki from the 
Way of the Legend spell list. 


SPELL SLOTS 
To cast one of your Spells of 1st Level or higher, you must 
expend a spell slot. The table shows what the level of those 
slots is; all of your Spell Slots are the same level You regain 
all expended Spell Slots when you finish a Long Rest. For 
example, when you are Sth Level, you have two 2nd-level 
Spell Slots. To cast the 1st-level spell Thunderwave, you must 
spend one of those slots, and you cast it as a 2nd-level spell 
Additionally, when you gain a level in this class, you can 
choose one of the Spells you know and replace it with 
another spell from the spell list, which also must be of a level 
for which you have Spell Slots. You cannot replace the spell 
from your Journey. 


SPELLS KNOWN OF 1sT LEVEL AND HIGHER 
At 3rd Level, you know one 1stlevel Spell and 2 cantrips of 
your choice from the Way of the Legend spell list. 

You lean new spells as noted on the Way of the Legend 
Spellcasting Table. A spell you choose must be of a level no 
higher than what's shown in the table's Slot Level column for 
your level When you reach 6th level, for example, you learn a 
new Warlock spell which can be 1st, 2nd, or 3rd Level 

Additionally, when you gain a level in this class, you can 
choose one of the Warlock Spells you know and replace it 
with another spell from the Warlock spell list, which also 
must be of a level for which you have Spell Slots. 


SPELLCASTING ABILITY 

Wisdom is your Spellcasting Ability for your Monk Spells, so 
you use your Wisdom whenever a spell refers to your 
Spellcasting Ability. In addition, you use your Wisdom 
modifier when setting the saving throw DC for a Monk spell 
you cast and when Making an Attack roll with one. 


* Spell save DC=8+ Proficiency Bonus + Wisdom 
modifier 

* Spell Attack modifier= Proficiency bonus + Wisdom 
modifier 


WAY OF THE LEGEND SPELLCASTING 


Monk Cantrips Spells Spell Slot 

Level Known Known Slots Level 
Si 2 1 il Ist 
4 2 1 Z 2nd 
Di 2 2: 2 2nd 
6 Si 2 3 2nd 
YA 3 2 5) 3rd 
8 5 6) 3 3rd 
9 3 3 3 3rd 
10 3 5) 3 4th 
11 3 4 4 4th 
uz: 3 4 4 4th 
13 3) 4 4 5th 
14 3 5 4 5th 
5: 3 5 4 5th 
16 Si dI 4 Sth 
TI 4 6 si 5th 
18 4 6 si Sth 
19 4 y 5 5th 
20 4 8 È Sth 


SUPER SAIYAN 


Starting at level 6, you have achieved the legendary form of 
the saiyans and you can now start spending Zenkai Points to 
unlock further Super Saiyan forms. 

You can use a bonus action to go up or down in 
transformation. If you are in Super Saiyan, you can go up to 
Super Saiyan 2 or you can go down from Super Saiyan Blue 
to Super Saiyan God. This does not reset the time remaining 
in your transformation. If you end your transformation in a 
different form than you started, you suffer the penalty for the 
highest level requirement transformation. If there is a sving 
throw, you make that saving throw. 

You can use a bonus action to end any transformation early. 
This refunds 1 Ki point if the transformation is ended before 
5 rounds have passed 

Saiyan Journey. At level 6, you choose your Journey as a 
Saiyan as detailed below. 


* Journey of the Ape. You choose to follow a journey of 
natural instinct. Saiyans of the Journeyof the Ape learn to 
harness their inner Qozaru and control it. You have access 
to the Golden Oozaru and Super Saiyan 4 
transformations. This Journey is unavailable to saiyans 
who do not have a tail. 


* Journey of Yamoshi. You choose to follow the Journey of 
Yamoshi. Yamoshi was a saiyan who rose above his base, 
primal nature to defend the saiyans from those would 
oppress them; themselves. Unfortunately, saiyans are their 
own worst enemy and Yamoshi was slain by the saiyan 
oppressors. But you still believe in what Yamoshi stood 
for. You have access to the Super Saiyan God and Super 
Saiyan Blue transformations. 


* Journey of Corruption. You choose to follow a corrupted 
journey. Some saiyans on the Journey of Yamoshi fall off 
the path and succumb to their own ego. Legends speak of 
saiyans who, after achieving the Super Saiyan God form, 
become corrupted by foul Ki. You have access to the 
Super Saiyan God and Super Saiyan Rose 
transformations. 


SAIYAN TRANSFORMATIONS 
Zenkai Level 


Point Cost Saiyan Transformations Requirement 
5, Super Saiyan 2 11 
5 Super Saiyan 3 13 
Vi Golden Oozaru/Super Saiyan 15 
God 
8 Super Saiyan 4/Super Saiyan 17 


Blue/Super Saiyan Rosé 


Super Saiyan. After many years, you have achieved the 
form of legend Your black hair turns gold and your body 
becomes engulfed in energy.As an action, you can spend 3 Ki 
points to assume the Super Saiyan transformation for up to 1 
minute. While in this form, you gain the following benefits: 


«Your Movespeed increases by 10 feet. 
* You gain temporary hit points equal to your Monk level 


® You can use a bonus action to make your body shed bright 
yellow light for 20 feet and dim light for an additional 20 
feet. 


* You can roll the next die up in place of the normal die you 
would roll for your martial arts damage. For example, if 
you would roll a d6 for damage, you would roll a d8 
instead while in the super saiyan transformation. 


Immediately after the transformation ends, you can't move 
or take actions until after your next turn, as a wave of lethargy 
sweeps over you and you must succeed on a DC 13 
Constitution saving throw or suffer one level of exhaustion. 
Additionally, starting at level 11, you have perfected the Super 
Saiyan transformation and no longer have to make the 
Constitution saving throw after the transformation ends. 


Ki CHARGE 


Starting at level 11, you can spend Ki points as a bonus 
action to regain a spell slot. You regain one spell slot per 5 Ki 
‘points spent. This cannot be used to regain a use of your 
Greater Ki Techniques. 


GREATER KI TECHNIQUES 


Starting at level 17, your super saiyan forms give you access 
to greater spells. 

When in Super Saiyan or any subsequent transformations, 
you can cast a Greater Ki Technique once without expending 
a spell slot. You must finish a Long Rest before you can do so 
again. Greater Ki Techniques do not count against your spells 
known. 

You can cast up to a 6th level spell at 17th level, a 7th level 
spell at 18th, a 8th level spell at 19th, and a 9th level spell at 
20th. 

You learn one spell of each level as you gain access to 
them. Thes spells do not count against your spells known. 


SAIYAN TRANSFORMATIONS 

The table included in this document is a rough 
guideline. If you feel a transformation has to be 
earned, feel free to do it that way. There are 
suggestions in the New Mechanics and 
Suggestions section of the document to help 
incorporate Super Saiyan into your game with 
these rules and a few variants. 
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Going EVEN FURTHER BEYOND 


These transformations are purchased from the Saiyan 
Transformations table. 

Super Saiyan 2. Lightning arcs around you as the air is 
exposed to the raw energy of the Super Saiyan 2 
transformation. Upon the purchase of this transformation, 
you can spend an action and 4 Ki points to assume the Super 
Saiyan 2 transformation for up to 1 minute. While in this 
form, you gain the following benefits. 


* Your movespeed increases by 15 feet. 
® You gain temporary hit points equal to your Monk level 


* You can use a bonus action to make your body shed bright 
yellow light in a 40-foot radius and dim light for an 
additional 40 feet. 


® You can roll the next die up in place of the normal die you 
would roll for your martial arts damage. For example, if 
you would roll a d4 for damage, you would roll a d6 
instead while in the super saiyan transformation. 


® Your unarmed strikes and weapon attacks deal an 
additional 1d4 Force damage. 


Immediately after the transformation ends, you can't move 
or take actions until after your next turn, as a wave of lethargy 
sweeps over you and you must succeed on a DC 15 
Constitution saving throw or suffer one level of exhaustion. 

Super Saiyan 3. You take on a powerful, but more 
primitive form that taps deep into your latent Ki. Upon the 
purchase of this transformation, you can spend an action and 
5 Ki points to assume the Super Saiyan 3 transformation for 
up to 1 minute. While in this form, you gain the following 
benefits: 


«Your movespeed increases by 15 feet. 
* You gain temporary hit points equal to your Monk level 


* You can use a bonus action to make your body shed bright 
yellow light in a 60-foot radius and dim light for an 
additional 60 feet 


® When you transform into the Super Saiyan 3, you let out a 
primal scream that shakes the earth around you. When 
you first transform, you can cast the spell thunderwave as 
a bonus action. 


«You can roll the next die up in place of the normal die you 
would roll for your martial arts damage. For example, if 
you would roll a d4 for damage, you would roll a d6 
instead while in the super saiyan transformation. 


* Your unarmed strikes and weapon attacks deal an 
additional 2d4 Force damage. 


Immediately after the transformation ends, you can't move 
or take actions until after your next turn, as a wave of lethargy 
sweeps over you and you suffer one level of exhaustion. 


JOURNEY OF THE APE 

You have followed the Journey of the Ape and honed your 
instincts. To assume any of these transformations, a saiyan 
must have been born with a tail You have started to unlock 
the following transformations: 

Golden Oozaru. Upon the purchase of this transformation, 
you can spend 5 Ki points to assume the Golden oozaru 
transformation after transforming into an Oozaru for up to 1 
minute. While in this form, you transform into an Oozaru, but 
gain all the benefits of Super Saiyan 3 and can cast spells as 
normal. Additionally, if you have any stat higher than the 
Oozaru, you use that instead. 

Immediately after the transformation ends, you can't move 
or take actions until after your next turn, as a wave of lethargy 
sweeps over you and you suffer one level of exhaustion. 

Super Saiyan 4. You have unlocked the primal power of 
Super Saiyan 4. Upon the purchase of this transformation, 
you can spend 7 Ki points to assume the Super Saiyan 4 
transformation for up to 1 minute. You can transform into 
this state once with this feature and regain the ability to do so 
when you finish a long rest. While in this form, you gain the 
following benefits: 


* Your movespeed increases by 30 feet. 
* You gain temporary hit points equal to your Monk level 


* You can use a bonus action to make your body shed bright 
red light in a 60-foot radius and dim light for an additional 
60 feet. 


* You gain an additional action on each of your turns. That 
action can be used only to take the Attack (one weapon 
attack only), Dash, Disengage, Hide, or Use an Object 
action. 


+ The power of an Oozaru is contained within you, 
magnifying all spells you cast. All damaging spells you 
cast do an additional die of damage and your Ki charge 
feature's cost is reduced from 5 to 3. If a spell does more 
than one type of damage, you choose which one to 
increase. 


* Your unarmed strikes and weapon attacks deal an 
additional 244 Force damage. 


* You can roll the next die up in place of the normal die you 
would roll for your martial arts damage. For example, if 
you would roll a d4 for damage, you would roll a d6 
instead while in the super saiyan transformation. 


Immediately after the transformation ends, you can't move 
or take actions until after your next turn, as a wave of 
lethargy sweeps over you and you suffer 1 level of exhaustion. 


JOURNEY OF YAMOSHI 
You have followed the Journey of Yamoshi and have started to 
unlock the following transformations: 

Super Saiyan God You have undergone the ritual of 
saiyan godhood Upon the purchase of this transformation, 
you can spend 5 Ki points to assume the Super Saiyan God 
transformation for up to 1 minute. While in this form, you 
gain the following benefits: 


* Your movespeed increases by 20 feet. 


«You gain temporary hit points equal to your Monk level 


® You can use a bonus action to make your body shed bright 
red light in a 60-foot radius and dim light for an additional 
60 feet. 


* You gain an additional action on each of your turns. That 
action can be used only to take the Attack (one weapon 
attack only), Dash, Disengage, Hide, or Use an Object 
action. 


® Saiyans in this transformation have remarkably cooler 
heads that allow for more precise Ki control You have 
advantage on all Constitution saving throws to maintain a 
Concentration spell. 


® Your unarmed strikes and weapon attacks deal an 
additional 2d4 Force damage. 


«You can roll the next die up in place of the normal die you 
would roll for your martial arts damage. For example, if 
you would roll a d4 for damage, you would roll a d6 
instead while in the super saiyan transformation. 


Immediately after the transformation ends, you can't move 
or take actions until after your next turn, as a wave of lethargy 
sweeps over you and you must succeed on a DC 15 
Constitution saving throw or suffer one level of exhaustion. 


Super Saiyan Blue. You have learned to combine the 
Super Saiyan God with the Super Saiyan transformation to 
harness the rage of your blood and the cool head of the God 
Upon the purchase of this transformation, you can spend 7 Ki 
points to assume the Super Saiyan Blue transformation for 
up to 1 minute. You can transform into this state once with 
this feature and regain the ability to do so when you finish a 
long rest. While in this form, you gain the following benefits: 


* Your movespeed increases by 30 feet. 
* You gain temporary hit points equal to your Monk level 


*. You can use a bonus action to make your body shed bright 
blue light in a 60-foot radius and dim light for an 
additional 60 feet 


* You gain an additional action on each of your turns. That 
action can be used only to take the Attack (one weapon 
attack only), Dash, Disengage, Hide, or Use an Object 
action. 


* The power of Super Saiyan Blue is explosive and only 
remains at full power for a short period of time after 
transforming. Your unarmed strikes and weapon attacks 
deal an additional 4d4 + your Wisdom modifier Force 
damage for the first 5 rounds after you transform. After 
those first 5 rounds have passed, they deal an additional 
2d4 force damage instead. 


* You can roll the next die up in place of the normal die you 
would roll for your martial arts damage. For example, if 
you would roll a d4 for damage, you would roll a d6 
instead while in the super saiyan transformation. 


Immediately after the transformation ends, you can't move 
or take actions until after your next turn, as a wave of lethargy 
sweeps over you and you must succeed on a DC 15 
Constitution saving throw or suffer two levels of exhaustion. 


JOURNEY OF CORRUPTION 

You have followed the Journey of Yamoshi, but feel off ofthe 
path. You have started to unlock the following 
transformations: 

Super Saiyan God The Journey of Corruption corrupts 
even the pure heart of the Super Saiyan God. Rather than 
bright red of the traditional Super Saiyan God of the Journey 
of Yamoshi, the Super Saiyan God of the Journey of 
corruption takes on a more pink shade than red While the 
Cool-headidness remains, the nature of the Corruption 
makes it more likely for the saiyan to taunt and gloat over 
their opponent, leaving them open for counter strikes that 
can end their lives. As such, saiyans who manage to make it 
this far and enter the Journey of Corruption often die quick 
deaths after underestimating a foe. 


Super Saiyan Rosé. Upon 
the purchase of this transformation, 
you can spend 7 Ki points to assume the 
Super Saiyan Rosé transformation for up to 1 minutes 
You can transform into this state once with this feature 
and regain the ability to do so when you finish a long 
restWhile in this form, you gain the following benefits: 


* Your movespeed increases by 30 feet. 
* You gain temporary hit points equal to your Monk level 


® You can use a bonus action to make your body shed bright 
fuschia light in a 60-foot radius and dim light for an 
additional 60 feet 


® You gain an additional action on each of your turns. That 
action can be used only to take the Attack (one weapon 
attack only), Dash, Disengage, Hide, or Use an Object 
action. 


* Youhave incredibly precise Ki control that manifests itself 
as the ability to create Ki weapons. You can create any 
simple or martial bladed weapon with your ki as a bonus 
action for 1 Ki point, but the weapon is considered a +3 
magical weapon that ignores Slashing damage resistance 
and if a creature is immune to Slashing damage, they are 
considered resistant to it instead. You are considered 
proficient with any weapon made by this feature. You can 
only create one weapon with this trait at a time. 


* Your unarmed strikes and weapon attacks deal an 
additional 244 Force damage. 


«You can roll the next die up in place of the normal die you 
would roll for your martial arts damage. For example, if 
you would roll a d4 for damage, you would roll a d6 
instead while in the super saiyan transformation. 


Immediately after the transformation ends, you can't move 
or take actions until after your next turn, as a wave of lethargy 
sweeps over you and you must succeed on a DC 15 
Constitution saving throw or suffer two levels of exhaustion. 
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SPELL LIST 


CANTRIPS 
clothes beam 
fire bolt 

ki blast 

light 

lightning lure 
quick deflect 
shocking grasp 
thunderclap 
true strike 
vicious mockey 


lst LEVEL SPELLS 
afterimage 

dodge! 

double sunday 
expeditious retreat 
feather fall 
floating disk 
guiding bolt 

jump 
kamehameha 

kiai 

longstrider 

mage armor 
magic missile 
masenko 

shield 
thunderwave 


2ND LEVEL SPELLS 
bending kamehameha 
blur 

burning attack 
destructo disk 
enhance ability 
flaming sphere 

hold person 

kaioken 

moonbeam 

propelling kamehameha 
scorching ray 

solar flare 


3RD LEVEL SPELLS 
beacon of hope 

beam struggle kamehameha 
dirty fireworks 
fireball 

ly 

galactic donut 

galick gun 

haste 

‘hellish rebuke 

instant transmission 


instant transmission kamehameha 


lightning bolt 
multiform technique 
multiplex afterimage 
‘nondetection 
protection from energy 


4TH LEVEL SPELLS 
big bang attack 
dimension door 
freedom of movement 
eraser cannon 

locate creature 
powered shell 

spirit sword 

super kamehameha 


5TH LEVEL SPELLS 
banshee blast 
contact other plane 
eraser blow 

hold monster 

final flash 

god punisher 
savage strike 
serying 

telekinesis 

wall'of force 

god punisher 


6TH LEVEL SPELLS 
energy slide 

evil containment wave 
heroes feast 

stardust breaker 
stardust fall 


7TH LEVEL SPELLS 
arcane sword 

delayed blast fireball 
forcecage 

metamoran fusion dance 
planeshift 

spirit excalibur 

teleport 


8TH LEVEL SPELLS 
god kamehameha 
sunburst 

ten times kamehameha 


9TH LEVEL SPELLS 
big bang kamehameha 
final kamehameha 
hakai 

meteor explosion 
omega blaster 

planet crusher 


More Spells Coming! 


FEATS: FRIEZA CLAN 
FRIEZA CLAN TRANSFORMATIONS 


Prerequisite: Frieza Clan. 

Asa bonus action, you can assume one of your 
transformations. This transformation lasts for 1 minute, until 
you die, or until you revert to your normal form as a bonus 
action. You also gain benefits that depend on your 
transformation, described below. 


«Second Form. Usually made in honor of King Cold, the 
second form is tall and muscular. In your second form you 
are up to 3 feet taller and you count as one size larger 
when determining your carrying capacity and the weight 
you can push, drag, or lift. Once you have used this 
feature, you cannot use it again until you complete a long 
rest. 


«Third Form. Made for intimidation and speed, the third 
form is typically used to end a fight quickly. In your third 
form, you are up to 3 feet taller, have advantage on 
Charisma (Intimidation) rolls, and your movespeed 
increases by 5 feet. Once you have used this feature, you 
cannot use it again until you complete a long rest. 


* Final Form. All members of the Frieza clan are born in 
their final form, but create a base form to contain their 
power. Some never learn to harness their true strength 
again, but you have. In your final form your height remains 
the same, but your movespeed increases by 10 feet and 
damaging spells you cast do an additional 1d6 damage of 
the same type. If the spell deals more than one damage 
type, pick one. Immediately after the transformation ends, 
you must succeed on a DC 15 Constitution saving throw 
or suffer one level of exhaustion. Once you have used this 
feature, you cannot use it again until you complete a long 
rest. When you reach level 17, you have honed this form to 
the point that it no longer exhausts you. It replaces your 
base form. 


GOLDEN EVOLUTION 


Prerequisite: Frieza Clan, Frieza Clan Transformations Feat, 
Level 12 

You have honed your power and can access a 
transformation beyond your final form. As a bonus action, you 
can assume your golden form. This transformation lasts for 1 
minute, until you die, or until you revert to your normal form 
asa bonus action. 


* Golden Form. In your golden form, your height remains 
the same, but your movespeed increases by 10 feet, your 
unarmed strikes do 1d6 + your Strength modifier 
bludgeoning damage instead of the damage it would 
normally do, and damaging spells you cast do an 
additional 246 damage of the same type. If the spell deals 
more than one damage type, pick one. Immediately after 
the transformation ends, you must succeed on a DC 15 
Constitution saving throw or suffer two levels of 
exhaustion. Starting at level 17, you have perfected your 
golden form and automatically succeed on your 
Constitution saving throw to avoid exhaustion. Once you 
have used this feature, you cannot use it again until you 
complete a long rest. 


FrIEZA CLAN KI TECHNIQUES 


Prerequisite: Frieza Clan. 
The Frieza clan practices powerful ki techniques, such as 
the pin point Death Beam and the infamous Death Ball. 


«Your Charisma score increases by 1 to a maximum of 20. 
*. You learn death beam and either the braage death beam 
or genocidal uppercut spell 


ITEMS 


ANDROID 17'S SCARF 
Wondrous Item (Clothing), uncommon 

While wearing this item, you have advantage on saving 
throws against being Stunned 


ANGEL ATTENDANT'S STAFF 
Weapon (Quarterstaff) Artifact (Requires Attunement by an 
Angel) 

Your Angel Attendent's Staff is of celestial origin, and very 
few exist. It was gifted to you the day that you came into 
existence and serves as the mark of your divinity and as the 
primary tool of an angel 


* Base State: 

AIl damage dealt by the Angel Attendent's Staff is 
Radiant instead of the Bludgeoning damage it would 
usually do. Additionally, you know the prestidigitation 
cantrip. Charisma or Wisdom is your spellcasting ability 
forit. 


* Second State: 
At level 5, your Angel Attendent's Staff grows with you. 
As you become more powerful so does it. This quarterstaff 
has a +1 bonus to attack and damage rolls. All attacks 
made with your Angel Attendent's Staff deal an additional 
1d6 radiant damage. 


* Third State: 

At level 11, your Angel Attendent's Staff becomes more 
powerful The bonus to attack and damage rolls increases 
to a +2. And you can cast the spells detect evil and good 
and revivify once with this trait each and regain the ability 
to do so when you finish a long rest. When cast with this 
feature, revivify cannot resurrect a creature killed by a 
demon. Charisma or Wisdom is your spellcasting ability 
for them. 


* Full Angel State: 

At level 17, your Angel Attendent's Staff has grown to its 
full power. The Bonus to attack and damage rolls 
increases to a +3. You can cast the spell teleport once with 
this trait and regain the ability to do so when you finish a 
long rest. Charisma or Wisdom is your spellcasting ability 
forit. 


BANSHO FAN 
Weapon (Club), Rare (Requires Attunement) 

This fan, created by Master Roshi, is imbued with magic 
capable of controlling the weather. While attuned to the 
Bansho Fan, you know the gust cantrip. You can cast the spell 
fog cloud once with the Bansho Fan and regain the ability to 
do so when you ginish a long rest. You can cast the spell call 
lightning once with the Bansho fan and regain the ability to 
do so when you finish a long rest. 


BRAVE SWORD 
Weapon (Longsword) Very Rare 


This ultra durable blade originally belonged to the alien 
Tapion, but was given to Trunks. This longsword has a +2 
bonus to attack and damage rolls. When wielded by a 
creature with a dexterity of 17 or above, the sword deals an 
additional 2d6 slashing damage. 


FRUIT OF THE TREE OF MIGHT 
Adventuring Gear (Food), Rare 


When you eat this red fruit, your Strength score changes to 
23 and if you are under the effects of exhaustion, you can 
ignore the effectrs for 1 hour. At the end of this hour, you take 
1 level of Exhaustion. The fruit has no effect on you if your 
Strength is equal to or greater than that score. 


Hero's FLUTE 
Wondrous Item (Flute) Artifact (Requires attunement by a 
Bard) 

A magical ocarina used to calm the and control the 
phantom monster Hirudegarn. 

When attuned, add +1 to your Spell Save DC when casting 
a spell with a charm effect. Additionally you can can cast the 
spell dominate monster once with this feature and regain the 
ability to do so when you finish a long rest. 


PoTARA EARINGS 
Wondrous Item (Earings) Artifact 

These golden earings are the sign of a high ranking Kai, 
typically held only by Supreme Kai's. They can be used to 
fuse as per the following rules: 

To fuse using Potara Fusion, you need only have two 
matching Potara. One creature simply needs to place the 
earing on one ear and the other places their earing on the 
opposite ear and the fusion will begin. The fusion takes a full 
round action to complete. Unlike Metamoran Fusion, Potara 
fusion has a dominant side of the fusion. Vegito is 
predominantly Vegeta due to his dominant personality, for 
example. When you fuse, your DM and you decide on the 
dominant personality. The dominant personality controls the 
fusion. When you fuse, you gain the following Traits. 

The fused being has your current Hit points plus the other 
creature's current Hit points. The fused being has all of the 
powers you and the other creature know and knows or has 
prepared any spells you or the other creature possesses (if 
any) Likewise, all feats, racial abilities, and class features are 
pooled (if both creatures have the same ability, the fused 
being gains it only once) For each of the six ability scores, the 
fused being's score is the higher of yours and the other 
creature's +1, and the fused being also uses the higher Hit 
Dice. The fused being uses the better saving throws, attack 
bonuses, and skill modifiers of either member. 

You decide what equipment is absorbed into the fused 
being and what equipment remains available for use. These 
fused items are restored once the power ends. 

The fusion lasts for 1 hour. When the fusion ends, the 
fused being separates. You and your fusion partner appear in 
an area adjacent to you that you determine. If separation 
occurs in a cramped space, the other creature is expelled 
through the Astral Plane, finally coming to rest materially in 
the nearest empty space and taking 1d6 points of damage for 
each 10 feet of solid material passed through. 

Damage taken by the fused being is split evenly between 
you and the other creature when the power ends. You do not 
leave the fusion with more hit points than you entered it with, 
unless you were damaged prior to the fusion and the fused 
being was subsequently healed. Ability damage and negative 
levels are also split between you and the other creature. (If an 
odd number of negative levels or ability score reductions 
must be split, you decide whether you or the other creature 
receives the additional loss.) 

If one or more of the members of the fusion is a Shinjin or 
other divine being, the fusion is permanent, but can be 
undone by using a Wish. Additionally, if the fusion îs 
permanent, you gain the benefits of Potara fusion 
permanently as the two beings truly become one. 


* Based on the psionic fusion from 3.5 here 
https://www.d20srdorg/srd/psionic/powers/fusion.htm 


PowER POLE 
Weapon (Quarterstaff), Rare (Reuires Attunement) 

This red and gold staff is incredibly rare, but not one ofa 
kind The most notable users of a power pole are Korin, 
Master Roshi, Grandpa Gohan, and Son Goku. 

This quarterstaff has a + 1 bonus to attack and damage 
rolls. As a bonus action, the wielder can extend the pole up to 
60 feet and make an attack with it. If used by a monk, you can 
flurry of blows while it is extended. 


ScouTER 
Woundrous Item, Uncommon (Reuires Attunement) 

A scouter is a device used to sense energy, and to display 
power levels numerically. When worn, you make all Wisdom 
(Perception) and Intelligence (Investigation) checks to notice 
a creatures energy with advantage. 


SAIYAN BATTLE ARMOR 

Specially made armor that form fits to the user. Used 
primarily by the saiyans while in service of King Cold and 
Frieza. 


SAIYAN BATTLE ARMOR VARIETIES 


Armor 
Type Cost Class Strength Stealth Weight 
Light 45002 Dex i a 13 lbs 
Zeni 
Medium 400 14 + Dex D ci 20 Ibs 
Zeni (Max 2) 
Heavy 1,500 18 15 Disadvantage 65 lbs 
Zeni 


SENZU BEANS 
Wondrous Item, Very Rare 

A small green bean grown on the lookout. It is capable of 
healing terrible injuries and bringing a fighter back from the 
brink of death. If you are under the effects of the Exhausted 
condition, the condition ends when eaten. Additionally, you 
heal 10d4+20 when ingested 

A senzu bean can instead be planted and grown if the user 
has access to Ultra Divine Water. If regular water is used, the 
plant will not grow. When grown, the plant takes 1d4 weeks 
to sprout and an additional 1d4 weeks before it produces any 
beans. The plant can only produce 3 beans at a time, but the 
beans never go bad. 


ULTRA DIVINE WATER 
Adventuring Gear (Potion), Rare 

Water blessed by the Guardian of Earth and imbued with 
special properties. When consumed, a creature must make a 
Constitution saving throw. The DC for this saving throw is 13. 
On a failure, the user takes 3d6 necrotic damage and 
immediately falls prone and unconscious. On a success, the 
user permantly gains a +1 to either theîr Strength or 
Dexterity score. A creature can only benefit from the effects 
ofthe Ultra Divine Water once. 

Additionally, the Ultra Divine Water can be used to water 
and grow Senzu Beans. 


WEIGHTED CLOTHES 
Weighted clothing is used to get more out of training. While 
wearing waiting clothing, you gain the following features: 


WEIGHTED CLOTHING WEIGHT 
Weight Benefit Detriment Strength 


50 Ibs Experience Balice is Your movespeedis 10 
increased by X.25 reduced by 5 feet 


100  Exeperience pane Your movespeed is 13 
lbs. is increased by X.5 reduced by 10 feet 


250 Experience Gained Your movespeedis 15 
lbs is increased by X.75 reduced by 15 feet 


500 Experience gained is Your movespeed is 17 
Ibs increased by X1 reduced by 20 feet 


1,000 Experience Gained Your movespeed is 20 
lbs is increased by X1.5 reduced by 25 feet 


You can remove weighted clothing as an action. You cannot 
wear armor while wearing weighted clothing. 


Z-Sworp 
Weapon (Longsword), Artifact (Requires Attunement) 

The legendary weapon of the Kai. Said to be among the 
heaviest items in existence, the Z-Sword once contained the 
Elder Kai. But after his release, the blade was reforged 

This longsword requires a Strength score of 15 to use. 
This longsword has a +1 bonus to attack and damage rolls. 
An Angel Demon, or Shinjin struck by the sword must make 
a Wisdom saving throw. The DC for this saving throw is 15. 
Ona success, nothing happens. On a failure, they are sucked 
into the z-sword for a number of hours equal to 5 minus their 
Wisdom score (minimum 1) 


DUNGEONS AND DRAGON BALL SPELLS (WIP) 


dy bi 
ARTIFICER Sa ti 
CANTRIPS 9TH LEVEL 
clothes beam 
icoay ball CLERIC 
ki blast. CANTRIPS 
Energy Ball 
1sT LEVEL ki blast 
dimensional hole quick deflect 
dodge! 
1sT LEVEL 
2ND LEVEL dodge! 
destructo disk kamehameha 
solar flare masenko 
3RD LEVEL 2ND LEVEL 
dirty fireworks burning attack 
galactic donut destructo disk 
instant transmission god split cut 
Kaioken 
4TH LEVEL solar flare 
powered shell 
spirit sword 3RD LEVEL 
light grenade galactic donut 
genocidal uppercut 
5TH LEVEL hyper tornado 
special beam cannon 
B spirit ball 
CANTRIPS 
clothes beam 4TH LEVEL 
ki blast powered shell 
quick deflect spirit sword 
light grenade 
18T LEVEL 
afterimage 5TH LEVEL 
dimensional hole cataclysmic orb 
dodge! god punisher 
dodon ray hellzone grenade 
2ND LEVEL 6TH LEVEL 
solar flare evil containment wave 
stardust breaker 
3RD LEVEL 
galactic donut 7TH LEVEL 
‘multiform technique god of destruction!s wrath 
‘multiplex afterimage metamoran fusion dance 
instant transmission spirit excalibur 
4TH LEVEL 8TH LEVEL 
sTH LEVEL god kamehameha 
portal scream 
thuder flash attack 9TH LEVEL ; 
‘hakai meteor explosion sphere of destruction 
6TH LEVEL 


evil containment wave 


7TH LEVEL 


‘metamoran fusion dance 


8TH LEVEL 


DRUID 


CANTRIPS 
ki blast 


1sT LEVEL 
afterimage 
dimensional hole 
dodge! 

masenko 


2ND LEVEL 
kaioken 
solar flare 


3RD LEVEL 

hyper tornado 
instant transmission 
multiform technique 
spirit ball 

multiplex afterimage 


4TH LEVEL 
spirit sword 


5TH LEVEL 
portal scream 


6TH LEVEL 
evil containment wave 


7TH LEVEL 
god of destructions wrath 
spirit excalibur 


8TH LEVEL 


9TH LEVEL 
hakai sphere of destruction 


PALADIN 


1ST LEVEL 
dodge! 


2ND LEVEL 
destructo disk 


god split cut 
kaioken 
solar flare 


3RD LEVEL 
dirty fireworks 
galactic donut 
genocidal uppercut 
spirit ball 


4TH LEVEL 
powered shell 
spirit sword 


5TH LEVEL 


cataclysmic orb 
god punisher 
savage strike 


RANGER 


1sT LEVEL 
afterimage 
dodge! 
masenko 


2ND LEVEL 
Kaioken 
solar flare 


3RD LEVEL 
galactic donut 
genocidal uppercut 
hyper tornado 
instant transmission 
multiform technique 
multiplex afterimage 


4TH LEVEL 
spirit sword 


5TH LEVEL 
SORCERER 


CANTRIPS 
antenna beam 


energy ball 
ki blast 
quick deflect 


1sT LEVEL 
afterimage 

death beam 
demon shocker 
dimensional hole 
dodge! 

kiai 

masenko 


2ND LEVEL 
burning attack 
darkness eye beam 
god split cut 
kaioken 

solar flare 


3RD LEVEL 
barrage death beam 
death saucers 

dirty fireworks 
galactic donut 
genocidal uppercut 
hyper tornado 
multiform technique 
special beam cannon 
multiplex afterimage 


4TH LEVEL 
eraser cannon 
‘powered shell 
spirit sword 


5TH LEVEL 
banshee blast 
cataclysmic orb 
death ball 

eraser blow 
hellzone grenade 
Portal scream 
thunder flash attack 


6TH LEVEL 
death cannon 


lightning shower rain 
stardust breaker 
stardust fall 


7rH LEVEL 
spirit excalibur 


8TH LEVEL 
candy beam 


9TH LEVEL 

hakai 

‘human extinction attacK 
omega blaster 

planet crusher 
supernova 


WARLOCK 


CANTRIPS 
antenna beam 
energy ball 
clothes beam 
ki blast 

quick deflect 


1sT LEVEL 
afterimage 

death beam 
demon shocker 
dimensional hole 
dodge! 

kiai 


2ND LEVEL 
darkness eye beam 
destructo disk 

god split cut 
kaioken 

solar flare 


3RD LEVEL 


barrage death beam 
death saucers 

dirty fireworks 
galactic donut 
genocidal uppercut 
instant transmission 
multiform technique 
special beam cannon 
multiplex afterimage 


4TH LEVEL 
powered shell 
spirit sword 


5TH LEVEL 
banshee blast 
cataclysmic orb 
death ball 

light grenade 

god punisher 
hellzone grenade 
portal scream 
thunder flash attack 


6TH LEVEL 
death cannon 


energy slide 
lightning shower rain 
‘stardust fall 


7TH LEVEL 

god of destructions wrath 
metamoran fusion dance 
spirit excalibur 


8TH LEVEL 
candy beam 


9TH LEVEL 

hakai 

human extinction attack 
meteor explosion 
supernova 

sphere of destruction 


WIZARD 


CIANTRIPS 
clothes beam 
energy ball 
ki blast 
quick deflect 


1sT LEVEL 
dimensional hole 
dodge! 

dodon ray 
kamehameha 
kiai 


2ND LEVEL 

bending kamehameha 
burning attack 
destructo disk 

double sunday 

kaioken 

propelling kamehameha 
solar flare 


3RD LEVEL 

beam struggle kamehameha 
galactic donut 

galick gun 

hyper tornado 

instant transmission 

instant transmission kamehameha 
multiform technique 


4TH LEVEL 

big bang attack 
eraser cannon 
powered shell 
spirit sword 

super kamehameha 


5TH LEVEL 
banshee blast 


cataclysmic orb 
final flash 
hellzone grenade 


6TH LEVEL 

evil containment wave 
lightning shower rain 
stardust fall 


7rH LEVEL 
spirit excalibur 
metamoran fusion dance 


8TH LEVEL 

candy beam 

god kamehameha 

ten times kamehameha 


9TH LEVEL 

big bang kamehameha 
human extinction attack 
omega blaster 

planet crusher 

sphere of destruction 


ANTENNA BEAM 
Abjuration Cantrip 


Casting Time: 1 action 
Range: 10 feet 
Components: V, S 
Duration: Instantaneous 


You fire a beam of lightning like energy from your forehead 
ata single creature within range. The target must make a 
Consitution saving throw. On a success, nothing happens. On 
a failure, the target is stunned until the start of its next turn. 


CLoTHES BEAM 

Conjuration Cantrip 

Casting Time: 1 action 

Range: 30 feet 

Components: V, S, M (up to 10 GP) 
Duration: Instantaneous 


You point your finger at a creature and fire a special 
magical beam that creates clothes at them. A target must 
make a Cosntitution saving throw. A target can choose to fail 
their saving throw. On a failure, you create a magical pair of 
clothing of your own design worth up to 10 gold pieces on the 
creature. The clothes last indefinitely so long as the creature 
continues to wear them. Once the clothes created by this 
cantrip are removed, they disappear and stop existing. 


QUICK DEFLECT 
Abjuration Cantrip 


Casting Time: 1 reaction you take when you would be hit by 
a ranged spell attack. 

Range: Self 

Components: S 

Duration: Instantaneous 


Asa reaction when you would be hit by a ranged spell 
attack, you can reduce the damage taken by 1d4. 

If you reduce the damage to 0, the spell becomes harmless 
and gets launched away up to 60 feet in a direction you 
choose before fizzling out. 

The damage reduced increases by 1d4 when you reach Sth 
level (244), 11th level (344), and 17th level (4d4) 


Ki BLAST 


Evocation Cantrip 


Casting Time: 1 bonus action 
Range: 60 feet 

Components: V, S 

Duration: Instantaneous 


You fire a small blast of energy at a single target within 
range. Make a ranged spell attack against the target. On a hit, 
the creature takes 1d4 force damage. 

This spell’s damage increases by 1d4 when you reach Sth 
level (244), 11th level (3d4) and 17th level (444) 


ENERGY BALL 

Conjuration Cantrip 

Casting Time: 1 action 

Range: 30 feet. 

Components: V, S 
tration: 1 round 

You summon a purple orb of energy with special 

qualities. The orb is roughly 1 foot by 1 foot in size and 
glows purple in color. When you summon it, make a ranged 
spell attack on a creature within range. On a hit, a creature 
takes 1d6 Necrotic damage. If it misses, the orb floats just 
above the ground until the start of your next turn. If a 
creature touches the orb before it disappears, it takes 1d6 
Necrotic damage. Additionally, an allied creature can use 
their action to attack a creature within range with the orb. 


This attack uses your spell attack bonus. This spell’s 
damage increases by 1d6 when you reach Sth level (246) 
11th level (346), and 17th level (4d6). 


AFTERIMAGE 
Ist level Illusion 


Casting Time: 1 reaction you take when you would be hit by 
an attack 

Range: Self) 

Components: V, S 

Duration: Instantaneous 


You move faster than the eye can fully perceive, allowing 
you to trick your opponent with multiple blurred visions of 
you. The creature who made the triggering attack must make 
‘a Wisdom saving throw against your spell save DC. On a 
success, they hit you as normal On a failure, the attack 
misses. 

When you cast this spell with a spell slot of 3rd level or 
higher, you can make an attack roll against a creature who 
fails their Wisdom saving throw. 


DEATH BEAM 
Ist level evocation 


Casting Time: 1 Action 
Range: Self (100foot line) 
Components: V, S 
Duration: Instantaneous 


You fire a small purple or red beam of energy at a single 
target within range. Make a ranged spell attack. On a hit, a 
creature takes 2d6 Force damage. If a creature is reduced to 
O hit points by this spell the spell pierces their body and 
continues in a straight line up to 100 feet long or until it hits 
a structure or another creature. 

When you cast this spell using a spell slot of 2nd level or 
higher, the damage increases by 1d6 for each slot level above 
Ist. 


DEMON SHOCKER 
1st level evocation 


Casting Time: 1 Action 
Range: 10 feet 
Components: V, S 
Duration: Instantaneous 


You fire a beam of lightning like energy from your forehead 
ata single creature within range. The target must make a 
Consitution saving throw. On a success, nothing happens. On 
a failure, the target takes 2d6 Lightning damage and is 
stunned for up to 1 minute. A creature can repeat their saving 
throw at the end of each of their turns, ending the effect on a 
‘success. 

When you cast this spell using a spell slot of 2nd level or 
higher, the damage increases by 1d6 for each slot level above 
lst. 


DIMENSIONAL HoLE 
1st level Conjuration 


Casting Time: 1 Bonus Action 
Range: 30 feet 

Components: V, S 

Duration: Instantaneous 


You open a small portal that extends the range of your next 
attack. 

The next melee or melee spell attack you make has its 
range increased by 30 feet. 

When you cast this spell using a spell slot of 3rd level or 
higher, the range increases by 5 feet for each slot level above 
Ist. 


DopGeE! 
1st level Abjuration 


Casting Time: 1 reaction you take when an ally is going to be 
hit by any attack. 

Range: 100 feet 

Components: V, S 

Duration: Instantaneous 


You yell dodge at an ally within range that you can see. The 
target must be able to hear you and must share at least 1 
language with you or the spell fails. They must make a 
Wisdom saving throw. On a success, they gain a +2 bonus to 
their AC until the start of their next turn as they attempt to 
dodge. If they are the subject of an AOE attack requiring a 
Dexterity saving throw, they instead gain advantage on their 
saving throw. On a failure, their AC decreases by -2 until the 
start of their next turn instead as they are distracted by the 
yelling and look in your direction. If they are the subject of an 
AOE attack requiring a Dexterity saving throw, they instead 
gain disadvantage on their saving throw. 


Dopon Ray 
1st level evocation 


Casting Time: 1 Action 
Range: Self (100-foot line) 
Components: V, S 
Duration: Instantaneous 


You raise your dominant hand before firing a lightning fast 
and searing hot beam from your pointer finger. Each creature 
in a line 5 feet wide and 30 feet long must make a Dexterity 
saving throw. A creature takes 3d6 fire damage on a failed 
save, or half as much on a success. 

When you cast this spell using a spell slot of 2nd level or 
higher, the damage increases by 1d6 and the range increases 
by 10 feet for each slot level above 1st. 


KAMEHAMEHA 
Ist level Evocation 


Casting Time: 1 action 
Range: Self (30-foot line) 
Components: V, S 
Duration: Instantaneous 


You create a bright blue ball of condensed energy in your 
hands and fire it as a powerful beam. 

The beam travels in a line 5 feet wide and up to 30 feet 
long in a direction you choose. Each creature in the line must 
make a Dexterity saving throw. A creature takes 2d8 Force 
damage on a failed save, or half as much damage on a 
successful one. 

The spell stops if it hits a solid object or structure, but 
continues through creatures. 

When you cast this spell using a spell slot of 2nd level or 
higher, the damage increases by 1d8 and the range increases 
by 15 for each slot level above Ist. 


KIAI 


Ist level evocation 


Casting Time: 1 Action 
Range: Self (30-foot line) 
Components: V, S 
Duration: Instantaneous 


You make an invisible strike of energy at a target within 
range. They must make a Dexterity saving throw at 
disadvantage. On a hit, you deal 1d12 force damage. 

A creature does not make their saving throw at 
disadvantage if they have blindsight or truesight. 

When you cast this spell using a spell slot of 2nd level or 
higher, the damage increases by 1d12 for each slot level 
above lst. 


MASENKO 


Ist level evocation 


Casting Time: 1 Action 
Range: Self (100-foot line) 
Components: V, S 
Duration: Instantaneous 


You raise your hands above your head and begin charging 
yellow energy that is fired as a beam when you thrust your 
hands forward. Each creature in a line 5 feet wide and 30 feet 
long must make a Dexterity saving throw. A target takes 2d6 
radiant damage on a failed save, or half as much on a 
success. 

When you cast this spell using a spell slot of 2nd level or 
higher, the damage increases by 1d6 and the range increases 
by 15 feet for each slot level above 1st. 


BENDING KAMEHAMEHA 
2nd level Evocation 


Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 


You create a bright blue ball of condensed energy in your 
hands and fire it as a powerful beam. Make a ranged spell 
attack on a creature within range. This attacks ignore half 
and three quarters cover so long as you know where the 
creature is. On a hit, the creature takes 2d8 Force damage. 

When you cast this spell using a spell slot of 3rd level or 
higher, the damage increases by 1d8 and the range increases 
by 15 for each slot level above 2nd 


BURNING ATTACK 
2nd level Evocation 


Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 


After a series of rapid and complex hand getures, you 
thrust your hands forward and throw out a ball of yellow, 
burning energy at a point within range. 

Each creature in a 30-foot-radius sphere centered on that 
point must make a Dexterity saving throw. A target takes 6d6 
Fire damage on a failed save, or half as much damage on a 
successful one. 

When you cast this spell using a spell slot of 3rd level or 
higher, the damage increases by 1d6 for each slot level above 
2nd. 


DARKNESS EvyE BEAM 
2nd level evocation 


Casting Time: 1 Action 
Range: Self (100-foot line) 
Components: V, S 
Duration: Instantaneous 


You fire two small purple beam of energy at a single target 
within range. Make a ranged spell attack roll. On a hit, a 
creature takes 1d6 Force damage and the beams explode. 
Each creature in a 10 foot radius must make a Dexterity 
saving throw. A creature takes an additional 246 Force 
damage on a failed save, or half as much on a successful one. 
The creature hit by the Darkness Eye Beam has disadvantage 
on its saving throw. If a creature is reduced to 0 hit points by 
this spell the spell pierces their body and continues in a 
straight line. 

When you cast this spell using a spell slot of 3rd level or 
higher the damage increases by 1d6 for each slot level above 
Ist. 


DESTRUCTO DISK 
2nd level Conjuration 


Casting Time: 1 Action 
‘Range: 100 feet 
Components: V, S 
Duration: Instantaneous 


You raise your hand and conjure a razor thin disk of 
spinning energy and throw it at a single target within 100 feet 
of you. Make a ranged spell attack. On a hit, the target takes 
4d6 Slashing damage. If a creature is reduced to 0 hit points 
by this, they are instantly killed and cut in two. 

When you cast this spell using a spell slot of 3rd level or 
higher, you make an additional Destructo Disk for cach slot 
level above 2nd You can direct the attacks at the same target 
or at different ones. 


DOUBLE SUNDAY 
2nd level Evocation 


Casting Time: 1 action 
Range: Self (30-foot line) 
Components: V, S 
Duration: Instantaneous 


You're hands glow a bright purple before each firing a 
beam. 

You fire 2 beams that travel in a line 5 feet wide and up to 
30 feet long in a direction you choose. You can choose the 
same direction or different ones. Each creature in either line 
must make a Dexterity saving throw. A creature takes 2d4 
Force damage on a failed save, or half asmuch damage on a 
successful one. The beams can be combined to deal all 
damage down a line 5 feet wide and up to 30 feet long. 

The spell stops if it hits a solid object or structure, but 
continues through creatures. 

When you cast this spell using a spell slot of 2nd level or 
higher, the damage increases per beam by 1d4 and the range 
increases by 15 for each slot level above 1st.!" 

By Sharidar 


GoD SPLIT CUT 


2nd level Conjuration 
Casting Time: 1 Action 
Range: Self 


Components: V, S 
Duration: Concentration, up to 1 minute 


You conjure a razor sharp energy blade that surrounds 
your dominant hand For the duration, your unarmed strikes 
are considered magical and deal 148 +your Dexterity 
modifer slashing damage. 


KAIOKEN 


2nd level Transmutation 


Casting Time: 1 action 

Range: self 

Components: V, S 

Duration: Concentration, up to 1 minute 


You become enveloped in a red aura that pushes your body 
well past its limits. The intesnsity and effects of the aura 
depends on the level you cast the Kaioken at, as detailed on 
the Kaioken Table below. When you cast the kaoiken at a 
higher level you gain all the benefits of the previous levels. 


KAIOKEN TABLE 


Spell 

Slot Kaoken 

Level Multiplier Effect 

d3, X2 Your movespeed doubles and you can 
attack twice, instead of once, when you 
take the Attack action on your turn. You 
ignore this benefit if you already have a 
‘eature, like Extra Attack, that gives you 
extra attacks. 

4-5 X4 You gain an additional action on each of 


your turns. That action can be used only 
to take the Attack (one weapon attack 
only), Dash, Disengage, Hide, or Use an 
Object action. 


6-7 X10 You gain advantage on Constitution, 
Strength, and Dexterity saving throws. 


8-9 X20  Yougain advantage on all unarmed strikes 
and melee weapon attack rolls. 
Additionally, when you hit a target with an 
unarmed strike, weapon attack, or spell, 
that target takes an extra 2412 force 
damage. 


When the spell ends, you take 2d6 unavoidable Necrotic 
damage and you must make a Constitution saving throw. On 
a success, you fall prone and can't move or take actions until 
after your next turn, as a wave of lethargy sweeps over you. 
Ona failure, you suffer the same effects of a success, but you 
also suffer 1 level of Exhaustion. The damage you take 
increases by 2d6 when cast at any level that adds a new effect 
(4,6, and 8) 

If this spell is cast alongside any Super Saiyan 
Transformation below Super Saiyan 4, Blue, Rose, or the 
Legendary Super Saiyan, the user takes double damage 
when the spell ends. Their body cannot take the strain less 
stable transformations put on the body while maintaining 
Kaioken. 


PROPELLING KAMEHAMEHA 
2nd level Evocation 


Casting Time: 1 action 
Range: Self (30-foot line) 
Components: V, S 
Duration: Instantaneous 


You create a bright blue ball of condensed energy in your 
hands or with your feet and fire it as a powerful beam at a 
solid object or structure. 


The beam travels in a line 5 feet wide and up to 30 feet 
longinaa direction you choose. The spell stops if'it hits a solid 
object or structure, but continues past creatures. Each 
creature in the line must make a Dexterity saving throw. A 
creature takes 1d8 Force damage on a failed save, or half as 
much damage on a successful one. 

When the beam hits a solid object or structure, it propels 
the user in the opposite direction equal to half of the range of 
the Propelling Kamehameha. If cast at the ground the user is 
propelled into the air and gains a fly speed equal to half of the 
range of the Propelling Kamehameha until the und of their 
turn. 

When you cast this spell using a spell slot of 3rd level or 
higher, the damage increases by 1d8 and the range increases 
by 15 for each slot level above 2nd. 


SoLAR FLARE 
2nd level Evocation 


Casting Time: 1 Action Or 1 Reaction you take when you 
would be hit by a melee or melee spell attack. 

Range: Self (15-foot cone) 

Components: V, S 

Duration: Instantaneous 


You bring your hands to your forehead and create a bright 
flash of light to disorient your opponent. Each creature in a 
15 foot cone must make a Constitution saving throw. On a 
failure a creature takes 1d6 radiant damage and is blinded 
until the start of your next turn. On a success, nothing 
happens. 

If cast as a Reaction, the triggering attack has disadvantage 
to hit you. 

When you cast this spell using a spell slot of 3rd level or 
higher, the damage increases by 1d6 for each slot level above 
Ist. 


BARRAGE DEATH BEAM 
3rd level Evocation 


Casting Time: 1 action 
Range: Self (100-foot line) 
Components: V, S 
Duration: Instantaneous, 


You fire three purple beams of energy. You can direct the 
attacks at the same target or at different ones. Make a ranged 
spell attack roll. On a hit, a creature takes 246 Force damage. 
If a creature is reduced to 0 hit points by this spell the spell 
pierces their body and continues in a straight line. 

When you cast this spell using a spell slot of 4th level or 
higher, the damage increases by 1d6 for each slot level above 
3rd 


BEAM STRUGGLE KAMEHAMEHA 
3rd level Evocation 


Casting Time: 1 reaction you take when a creature fires a 
line attack in your direction. 

Range: Self (30-foot line) 

Components: V, S 

Duration: Instantaneous, 


You create a bright blue ball of condensed energy in your 
hands and fire it as a powerful beam directly into another 
beam of energy. 

The beam travels in a line 5 feet wide and up to 30 feet 
long in a direction you choose. Each creature in the line must 
make a Dexterity saving throw. A creature takes 3d8 Force 
damage on a failed save, or half as much damage on a 
successful one. Regardless, when it hits another line attack, 
roll 348 Force damage. 

When this beam hits another line attack, it reduces the 
damage by how much you roll, but does not stop their line 
attack. If it reduces the damage to 0, the two lines cancel out. 
If you roll more damage by 10 or more, your beam pushes 
through theirs, cancelling it, and continues. The spell stops if 
it hits a solid object or structure, but continues through 
creatures. 

When you cast this spell using a spell slot of 4th level or 
higher, the damage increases by 1d8 and the range increases 
by 15 for each slot level above 3rd 


DEATH SAUCERS 
3rd level Conjuration 


Casting Time: 1 action 

Range: 120 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 


You raise your hands and conjure two razor thin disk of 
spinning purple energy. When you cast the spell — and asa 
bonus action on each of your turns thereafter — you can 
make two ranged spell attacks, sending the saucers streaking 
toward a creature or creatures you choose within 120 feet of 
you. Onaa hit, a creature takes 3d6 slashing damage. 

When you cast this spell using a spell slot of 4th level or 
higher, the damage of each saucer increases by 1d6 


DIRTY FIREWORKS 
3rd level Evocation 


Casting Time: 1 bonus action 

Range: Touch 

Components: V, S, M (a pinch of black powder) 
Duration: Instantaneous 


After hitting a creature with an unarmed strike, you can 
attempt to knock them into their air and cause an explosion. 
After a successful unarmed strike or weapon attack on a 
creature, you can force that creature to make a Strength 
saving throw. On a failure, they are knocked 10 feet up and 
diagonally as you point your index and middle fingers at 
them, concentrating your energy and causing an explosion. 
All creatures within 10 feet must make a Dexterity saving 
throw. A creature takes 2d6 force damage on a failed save, or 
‘half as much on a successful one. The creature who failed the 
Strength saving throw takes the damage regardless. 


When you cast this spell using a spell slot of 4th level or 
higher, the damage increases by 1d6 for each slot level above 
3rd 


GALACGTICG DONUT 
3rd level Conjuration 


Casting Time: 1 bonus action 

Range: 60 feet 

Components: V, S, M (A Rubbed Band) 
Duration: Instantaneous 


You summon forth a band of elastic energy and attempt to 
restrain a creature within range. 

Choose a humanoid that you can see within range. The 
target must succeed on a Strength saving throw or be 
paralyzed for the duration and take 2d6 Bludgeoning 
damage. At the end of each ofits turns, the target can make 
another Strength saving throw. On a success, the spell ends 
on the target. 

When you cast this spell using a spell slot of 4th level or 
higher, the damage increases by 1d6 for each level above 3rd. 


GALICK GUN 
3rd level Evocation 


Casting Time: 1 action 
Range: Self (30-foot line) 
Components: V, S 
Duration: Instantaneous 


You surround yourself with a malevolent purple aura before 
firing a beam of energy in a direction you choose. When you 
cast this spell, you can choose to fly up to 30 feet ina 
direction you choose before firing it. If you end the spell in 
the air, you fly back down directly below where you fired it, 
landing on your feet. 

The beam travels in a line 5 feet wide and up to 30 feet 
long in a direction you choose. Each creature in the line must 
make a Dexterity saving throw. A creature takes 4d6 Force 
damage on a failed save, or half as much damage on a 
successful one. 

The spell stops ifit hits a solid object or structure, but 
continues through creatures. A creature reduced to 0 hit 
points by the Galick Gun is vaporized isntantly. 

When you cast this spell using a spell slot of 4th level or 
higher, the damage increases by 1d6 and the range increases 
by 15 for each slot level above 3rd. 


GENOCIDAL UPPERGUT 
3rd level abjuration 


Casting Time: 1 reaction you take when targetted by a line 
attack 

Range: Self 

Components: V, S 

Duration: Instantaneous 


When you cast this spell, you can move equal to your 
movement speed through the line attack and can make an 
unarmed strike or melee weapon attack against the creature 
who made the triggering line attack. This movement does not 
provoke attacks of opportunity. You have resistance to all 
damage dealt by the triggering line attack. 

When you cast this spell using a spell slot of 4th level or 
higher, the range you can go through the triggering line attack 
increases by 10 feet for each slot level above 3rd. If this spell 
is cast using a spell slot of 5th level or higher, you gain 
immunity to all damage dealt by the line attack instead of 
resistance. 


HyPER TORNADO 
3rd level conjuration 


Casting Time: 1 Action 

Range: 30 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 


You begin spinning rapdily, whipping up a tornado that 
surrounds you. 

As part of casting this spell make a ranged spell attack 
against a single target within range. On a hit, a target takes 
2d8 Slashing damage and must make a Strength saving 
throw. On a failure, they are swallowed by the tornado and 
are Restrained. On a success, a creature narrowly escapes 
the harsh winds and isn't restrained. At the beginning of each 
turn you retain concentration, a restrained creature takes an 
additional 2d8 slashing damage as they are buffetted by the 
wind. A creature can repeat their saving throw at the end of 
each of their turns, ending the effect and the spell on a 
‘success. 

While this tornado is active, the terrain for 30 feet becomes 
difficult terrain as the wind whips and tries to push everyone 
in the sphere down. 

When you cast this spell using a spell slot of 4th level or 
higher, the damage of the tornado increases by 1d8 and the 
range of the difficult terrain increases by 10 feet for each slot 
level above 3rd 


INSTANT TRANSMISSION 
3rd level Conjuration 


Casting Time: 1 Action 
Range: 500 feet 
Components: V, S 
Duration: Instantaneous 


You raise two fingers to your forehead to focus your mind 
and energy sensing ability. Make a Wisdom (Perception) roll 
to lock onto a target's energy (look to the New Mechanics and 
Suggesstiosn section of the document for rules regarding 
this). That creature must be within range. If you fail the DC 
for the check, the spell fizzles. 

You teleport yourself from your current location to any spot 
within 10 feet of the target. 

You can bring along objects as long as their weight doesn't 
exceed what you can carry. 

Ifyou would arrive in a place already occupied by an object 
ora creature, you and any creature traveling with you each 
take 4d6 force damage, and the spell fails to teleport you. 

When you cast this spell using a spell slot of 4th level or 
higher, you can take an additional creature and the range 
increases by 100 feet for each slot level above 3rd If cast at 
9th level, you can teleport to anyone on the same plane as you 
and the range of your Wisdom (perception) check is 
considered infinite, though distance does increase difficulty. 
Additionally, when this cast at 9th level you can attempt to 
teleport to other planes, but the Wisdom (perception check) 
is made at disadvantage. 


INSTANT TRANSMISSION KAMEHAMEHA 
3rd level Evocation 


Casting Time: 1 action 
Range: Self (30-foot line) 
Components: V, S 

Duration: Instantaneous 


You create a bright blue ball of condensed energy in your 
hands and fire it as a powerful beam after teleporting to your 
foe. 

Choose a creature within 30 feet. That creature must make 
a Wisdom saving throw. On a success, nothing happens. On a 
failure, you teleport to an unoccupied space within 5 feet of 
the target and fire a kamehameha directly at them. The beam 
travels in a line 5 feet wide and up to 30 feet longina 
direction you choose. Each creature in the line must make a 
Dexterity saving throw. The creature you teleported to has 
disadvantage on its Dexterity saving throw. A creature takes 
3d8 Force damage on a failed save, or half as much damage 
ona successful one. 

The spell stops if it hits a solid object or structure, but 
continues through creatures. 

When you cast this spell using a spell slot of 2nd level or 
higher, the damage increases by 1d8 and the range increases 
by 15 for each slot level above lst. 


MULTIFORM TECHNIQUE 
3rd level conjuration 


Casting Time: 1 Action 

Range: 60 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 


Up to three duplicates of yourself appear in your space. 
Until the spell ends, you can use a bonus action to command 
these duplicates. They can only take a single Attack (one 
unarmed strike only), Dash, Disengage, Hide, or Use an 
Object action. 

Each time a creature targets you with an attack during the 
spell’s duration and a duplicate is within 10 feet of you, rolla 
d20 to determine whether the attack instead targets one of 
your duplicates. 

If you have three duplicates, you must roll a 6 or higher to 
change the attacks target to a duplicate. With two duplicates, 
you must roll an 8 or higher. With one duplicate, you must 
roll an 11 or higher. 

A single duplicate's AC equals 10 + your Dexterity modifier, 
but all other stats are the same as yours. For each other 
duplicate made, the AC of each is reduced by 2 and all 
damage they deal is reduced by 1. If an attack hits a duplicate, 
the duplicate is destroyed. The spell ends when all duplicates 
are destroyed or you lose Concentration. 


MULTIPLEX AFTERIMAGE 
3rd level abjuration 


Casting Time: 1 bonus action 
Range: Self 

Components: V, S 

Duration: Instantaneous 


You rapidly create three afterimage clones of yourself and 
prepare an attack. AIl creatures who would be hit by the 
attack must make a Wisdom saving throw. You have 
advantage on all melee attacks against a creature who failed 
their saving throw this tumn. If you cast a spellthat requires a 
Dexterity, Constitution, or Strength saving throw, they have 
disadvantage on that saving throw instead. 


SPECIAL BEAM CANNON 
3rd level Evocation 


Casting Time: 1 Round 
Range: Self (60-foot line) 
Components: V, S 
Duration: 1 round 


You bring two fingers to your forehead and begin to charge 
energy for 1 round While you are charging energy you cannot 
move and if you are moved, the spell fizzles, but the spell slot 
is not used 

Atthe start of your next turn, you can fire a beam of spiral 
energy as a Bonus Action. Each creature in a line 5 feet wide 
‘and 60 feet long must make a Dexterity saving throw. A 
creature takes 10d6 Piercing damage on a failure, or half as 
much damage on a success. A creature reduced to 0 hit 
points by this spell is instantly killed 

When you cast this spell using a spell slot of 4th level or 
higher, the damage increases by 1d6 for each slot level above 
3rd. 


SPIRIT BALL 
3rd level Evocation 


Casting Time: 1 action 
‘Range: 60 feet 
Components: V, S 
Duration: Instantaneous 


You create a ball of energy in your hands and throw it at a 
target in range. Make a ranged spell attack. On a hit, a target 
takes 1d6 Force damage. 

You can repeat this up to 5 times. You can direct the 
attacks at the same target or at different ones. If a creature is 
hit by at least 3 Spirit Ball attacks, they must make a 
Strength saving throw. On a success, nothing happens. On a 
failure, they are knocked prone. 

When you cast this spell using a spell slot of 4th level or 
higher, the damage of the first spirit ball attack increases by 
1d6 for each slot level above 3rd. The subsequent attacks 
always deal 1d6 force damage. 


BIG BANG ATTACK 
4th level Evocation 


Casting Time: 1 action 
‘Range: 120 feet 
Components: V, S 
Duration: Instantaneous 


You raise you palm and create massive ball of explovie blue 
energy before firing it at a pointin range. Each creature in a 
40- foot-radius sphere centered on that point must make a 
Dexterity saving throw. A target takes 8d6 Force damage on a 
failed save, or half asmuch damage on a successful one. A 
creature reduced to 0 hit points by the Big Bang Attackis 
vaporized isntantly. 

When you cast this spell using a spell slot of 3rd level or 
higher, the damage increases by 1d6 for each slot level above 
2nd. 


ERASER CANNON 
4th level Evocation 


Casting Time: 1 action 
‘Range: 100 feet 
Components: V, S 
Duration: Instantaneous 


You create a massive green ball of unstable energy and * 
launch it at a space within range. Each creature in a 20-foot- 
radius sphere centered on that point must make a Dexterity 

saving throw. A target takes 8d6 Force damage ona failed 
save, or half as much damage on a successful one. The spell 
stops if it hits a solid object or structure, but continues 
through creatures. This spell does double damage to objects 
and structures. If the spell destroys an object or streture in its 
way, it continues instead of stopping. 

When you cast this spell using a spell slot of Sth level or 
higher, the damage increases by 1d6. 


LIGHT GRENADE 
Ath level evocation 


Casting Time: 1 Action 
Range: 150 feet. 
Components: V, S 
Duration: Instantaneous 


You put your hands together and charge a yellow ball of 
energy before firing it at a single target within range. The 
target and everyone within 30 feet of them must make a 
Dexterity saving throw. A creature takes 6d6 Force damage 
ona failed save or half as much on a success. Additionally, 
any creature who failed their Dexterity saving throw is 
knocked prone from the blast. 

When you cast this spell using a spell slot of Sth level or 
higher, the damage increases by 1d6 for each slot level above 
4th. 


POWERED SHELL 
4th level Abjuration 


Casting Time: 1 Action 
Range: Self (100-foot line) 
Components: V, S 
Duration: 1 minute 


You create a green sphere of translucent energy that 
protects you from all ranged attacks. 

While the sphere is active, your ac increases by +1 and all 
allacks made against you that are ranged attacks or ranged 
spell attacks cannot hit you and immediately fail. 

When you take damage, this spell immediately ends. 


SPIRIT SWORD 
4th level Conjuration 


Casting Time: 1 action 

Range: Self 

Components: V, S 

Duration: Concentration, up to 1 minute 


You conjure a shimmering spectral sword that extends 
from your dominant hand. For the duration, you can use your 
action to make a melee spell attack using the blade. On a hit, 
you deal 2410 + your Dexterity modifier Radiant damage. If 
you roll a critical strike with the spirit sword, you can use 
your bonus action to launch the hit creature 5 feet into the air 
and make an additional strike with the spirit sword that 
automatically hits. 


SUPER KAMEHAMEHA 
4th level Evocation 


Casting Time: 1 action 
Range: Self (100-foot line) 
Components: V, S 
Duration: Instantaneous 


You create an especially powerful bright blue ball of 
condensed energy in your hands and fire it as a destructive 
beam. The beam travels in a line 10 feet wide and up to 100 
feet long in a direction you choose. Each creature in the line 
must make a Dexterity saving throw. A creature takes 8d8 
Force damage on a failed save, or half as much damage on a 
successful one. A creature reduced to 0 hit points by the 
Super Kamehameha is vaporized isntantly. 


The spell stops ifit hits a solid object or structure, but 
continues through creatures. This spell does double damage 
to objects and structures. If the spell destroys an object or 
streture in its way, it continues instead of stopping. 

When you cast this spell using a spell slot of Sth level or 
higher, the damage increases by 1d8 and the range increases 
by 20 feet for each slot level above 4th. 


BANSHEE BLAST 
5th level evocation 


Casting Time: 1 Action 
Range: 150 feet 
Components: V, S 
Duration: Instantaneous 


You create five darts, one for each finger on your dominant 
hand of piercing energy. Make a ranged spell attack for each 
of them against a creature within range. A dart deals 3d4 + 1 
force damage to its target. The darts all strike simultaneously 
and you can direct them to hit one creature or several. 

When you cast this spell using a spell slot of 6th level or 
higher, the damage of each beam increases by 1d4 for each 
slot level above Sth. If cast at 9th level this spell becomes a 
Concentration spell and can last up to 1 minute. Additionally, 
when cast at 9th level you can cast it from both hands for 10 
darts total 


CATACLYSMIC ORB 
5th level evocation 


Casting Time: 1 Action 
Range: 150 feet 
Components: V, S 
Duration: Instantaneous 


You summon forth a cataclysmic orb of destruction worthy 
of a God of Destruction. The orb is roughly 5 foot by 5 footin 
size and glows purple in color. When you summon it, you fire 
it at a point within range. Each creature in a 30 foot radius 
must make a Dexterity saving throw. A target takes 8d6 Force 
damage on a failed save, or half as much on a success. A 
creature who failed their Dexterity saving throw must make 
an additional Constitution saving throw. On a failure, they are 
Paralyzed for up to 1 minute as they are overcome with 
intense pain from the energy ripping their body apart ata 
fundamental level A creature can make a Constiution saving 
throw at the end of each of their turns, ending the effect on a 
success. 

When you cast this spell using a spell slot of 6th lvel or 
higher, the damage increases by 1d8 for each slot level above 
Sth level 


DEATH BALL 
5th level evocation 


Casting Time: 1 Action 
Range: 150 feet 
Components: V, S 
Duration: Instantaneous 


You raise your hand and extend 1 finger to charge a purple 
ball of energy and throw it at a point within range. Each 
creature in a 60 foot radius must make a Dexterity saving 
throw. A target takes 8d6 Force damage on a failed save, or 
half as much damage on a successful one. 

When you cast this spell using a spell slot of 6th level or 
higher, the damage increases by 1d6 for each slot level above 
Sth. 


ERASER BLOW 
5th level Evocation 


Casting Time: 1 action 
Range: 5 feet 
Components: V, S 
Duration: Instantaneous 


You create an Eraser Cannon and slam itinto a creature or 
structure. Make a mele spell attack. On a hit, the creatures 
takes 8d6 Force damage and is knocked back 15 feet. Ifthe 
creature is knocked into a solid surface like a wall it takes an 
additional 246 Bludgeoning damage and is Stunned. This 
spell does double damage to objects and structures. 

When you cast this spell using a spell slot of 6th level or 
higher, the damage increases by 1d6 and the range they are 
nocked back increases by 5 feet for each level above Sth. 


FINAL FLASH 
5th level Evocation 


Casting Time: 1 action 
Range: Self (100-foot line) 
Components: V, S 
Duration: Instantaneous 


You rise and float 5 feet above the ground holding your 
‘hands in front of you as you charge a massive beam attack. 
The beam travels in a line 15 feet wide and 100 feet longin a 
direction you choose. Each creature in the line must make a 
Dexterity saving throw. A creature takes 10d6 Force damage 
ona failed save, or half as much damage on a successful one. 
A creature reduced to 0 hit points by the Final Flash is 
vaporized instantly. Additionally, a creature who fails their 
Dexterity saving throw by 5 or more is knocked prone from 
the force of the blast. 

The spell stops if it hits a solid object or structure, but 
continues through creatures. This spell does double damage 
to objects and structures. If the spell destroys an object or 
streture in its way, it continues instead of stopping. 

When you cast this spell using a spell slot of 6th level or 
higher, the damage increases by 1d6 for each level above Sth. 


GoD PUNISHER 


5th level evocation 
Casting Time: 1 Action 
Range: 60 feet. 
Components: V, S 
Duration: Instantaneous 


You throw two balls of explosive blue energy at a single 
target within range. 

Mak two ranged spell attacks on a single target within 
range. On a hit, each ball of energy deals 3d6 Force damage. 
If you hit with both orbs, you can use a bonus action to 
launch a volley of blasts at the creature. They must make a 
Dexterity saving throw. A target takes 4d6 Force damage on a 
failure, or half as much on a success. 

When you cast this spell using a spell slot of 6th level or 
higher, the damage of each orb increases by 1d6 for each slot 
level above Sth. 


HELLZONE GRENADE 
5th Level Conjuration 


Casting Time: 1 action 
Range: 100 feet 
Components: V, S 
Duration: Instantaneous 


You create 8 tiny orbs of energy around a single target 
within range. They must make a Dexterity saving throw. They 
float in the air and orbit them in a 20 foot radius for the 
spell's duration on a failed save, or 5 feet away from them on 
a successful one. When you cast the spell —and as a bonus 
action on each of your turns thereafter — you can expend one 
or two of the orbs, launching them as an attack. You can 
direct the attacks at the same target or at different ones 
within 60 feet of where the orbs where summoned. For each 
orb launched, make a ranged spell attack. On a hit, the orb 
explodes and Each creature within 5 feet of the point where 
the orb explodes takes 2d6 force damage. You have 
advantage on these ranged spell attacks made against the 
target if they failed their Dexterity saving throw. If a creature 
failed their saving throw and they attempt to leave the radius, 
you can use a reaction to make a ranged spell attack with an 
orb against them. 

When you cast this spell using a spell slot of 6th level or 
higher, the number of orbs created increases by two for each 
slot level above Sth. Ifyou cast this spell at 9th level, you 
create 16 orbs and can launch all of them as a bonus action 
towards a single target min range. They must make a 
Dexterity saving throw. A target takes 32d6 force damge on a 
failed save, or half as much on a successful one. 


PORTAL SCREAM 
5th level Abjuration 


Casting Time: 1 Reaction you take when you are moved to a 
different plane against your will 

Range: Self 

Components: V, S 

Duration: Instantaneous 


You let out a primal scream filled with potent magic that 
tears through the very fabric of space-time to open a portal 
back to your original plane. 

The creature who sent you to another plane against your 
will and triggered the spell must make a Wisdom saving 
throw. On a success, nothing happens. On a failure, the 
creature takes 2d8 psychic damage from the scream 
resonating in their head from acorss the planes and you 
immediately return to your original plane of existence. 


SAVAGE STRIKE 
5th level evocation 


Casting Time: 1 Action 
Range: Self 
Components: V, S 
Duration: Instantaneous 


Your fist becomes wrapped in bright blue energy, 
empowering your next unarmed strike. As a part of casting 
this spell you choose its mode. 


» Mode 1. You teleport to and above a target within 60 feet 
and can immediately make an unarmed strike on them. 
On a hit, you deal an additional 4d10 force damage and 
they must make a Strength saving throw. The target is 
knocked prone and is stunned on a failure. On a success, 
nothing happens. 


* Mode 2. You make an unarmed strike against a creature. 
On a hit, you deal an additional 4d10 force damage and 
they must make a Strength saving throw. The target is 
knocked back 60 feet on a failure and are stunned. On a 
success, nothing happens. 


THUNDER FLASH ATTACK 
5th level evocation 


Casting Time: 1 Action 
Range: Self (100-foot line) 
Components: V, S 
Duration: Instantaneous 


You perform a series of dance like motions to hone your 
energy before firing it as a tornado of flame. Each creature in 
a line 10 feet wide and 60 feet long must make a Dexterity 
saving throw. A creature takes 10d6 fire damage on a failed 
save, or half asmuch damage on a success. 

If this spell hits a surface, it spreads to engulf it. Each 
creature within 10 feet of that surface must make a Dexterity 
saving throw. A creature takes the same 1046 damage ona 
failed save, or half as much on a success. 

When you cast this spell using a spell slot of 6th level or 
higher, the damage increases by 1d6 for each spell slot above 
Sth. 


DEATH CANNON 

6th level Evocation 
Casting Time: 1 action 
Range: Self (100-foot line) 
Components: V, S 
Duration: Instantaneous 


You put one hand forward and create a purple ball of 
energy that erupts into an explosive wave. 

The beam travels in a line 10 feet wide and up to 100 feet 
longin a direction you choose. Each creature in the line must 
make a Dexterity saving throw. A creature takes 8d8 Force 
damage on a failed save, or half as much damage on a 
successful one. Once this beam hits a creature or structure, it 
explodes and all creatures within 10 feet must make a 
Dexterity saving throw. A target takes 4d6 force damage on a 
failed save, or half as much on a successful one. 

When you cast this spell using a spell slot of Sth level or 
higher, the damage increases by 1d8 and the range increases 
by 20 feet for each slot level above 4th. 


ENERGY SLIDE 
6th level Abjuration 


Casting Time: 1 reaction you take when targeted by a line 
attack. 

Range: Self 

Components: V, S 

Duration: Instantaneous 


You create a ball of energy on each of your limbs that allow 
you to efficiently slide across energy attacks. 

When you are targeted by a line attack, you can use your 
reaction to take no damage and can move across the full 
length of the line and make melee attack roll against them 
that deals an additional 10d6 force damage on a successful 
hit. 


EVIL CONTAINMENT WAVE 
6th level abjuration 


Casting Time: 1 Round 
Components: V, S, M (any container and a binding seal) 
Duration: Instantaneous 


You summon forth a swirling energy that targets evil and 
imprisons it. As a part of casting this spell you must make a 
Charisma (Performance) check. The DC for this check is 
equal to 10 + the target's Challenge Rating. On a success, you 
correctly perform the technique, adjusuting it to the power of 
the creature you're targeting. If you fail the Performance 
check by 5 or more or are below half of your maximum hit 
points when performing the spell, you take 5d10 Necrotic 
damage and fall prone. 

You target a single creature within range. The target must 
make a Charisma saving throw. On a failure, the target is 
sucked into the container for a number of rounds equal to 
your Charisma modifier. Once a creature is contained, you 
can use an action to place the binding seal on the container, 
making it near impossible for the target to escape. A target 
can repeat their Charisma saving throw to escape the sealed 
container once a year, ending the effect on a success. 
Additionally, if the seal is removed or the container is broken, 
the effect ends. 

Fiends and Aberrations have disadvantage on all saving 
throws against the Evil Containment Wave and the DC for 
the Charisma (Performance) check is reduced by 2 against 
them. 


LIGHTNING SHOWER RAIN 
6th level Conjuration 


Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V, S, 
Duration: Instantaneous 


You trace your finger in the area, leaving behind a green 
line of burning energy that explodes into a rain of glass-like 
energy. 

Each creature in a 60 foot cone must make a Dexterity 
saving throw. A target takes 6d6 Piercing damage on a failed 
save, or half as much damage on a successful one. 
Additionally, the ground within the range of the spell 
becomes difficult terrain for 1 minute. When a creature 
moves out of or within the area, it takes 3d6 Piercing damage 
for every 1 foot it travels. 

When you cast this spell using a spell slot of 7th level or 
higher, the damage increases by 1d6 and the range they are 
nocked back increases by 5 feet for each level above 6th. 


STARDUST BREAKER 
6th level evocation 


Casting Time: 1 Action 
Range: 120 feet 
Components: V, S 
Duration: Instantaneous 


You create a swirling ball of rainbow colored energy în your 
hands before launching it at a single target. 

They make make a Dexterity saving throw. A target takes 
8d6 Force damage on a failure, or half as much on a success. 

If the target is an Aberration Fiend, or Undead, they take an 
additional 4d6 Radiant damage and if they are reduced to 0 
hit points and the target is native to a different plane of 
existence than the one youlre on, the target is banished after 
dematerializing. 

If the target is being possessed, the possessing creature 
must make a Constitution saving throw. On a failure, their 
possession ends. 

When you cast this spell using a spell slot of 7th or higher, 
the damage of the initial throw increases by 1d6 for each slot 
level above 6th. If cast at a 9th level spell slot, it instead 
immediately ends possessions instead 


STARDUST FALL 

6th level evocation 

Casting Time: 1 Action 

Range: Self (60 foot cone) 
Components: V, S 

Duration: Concentration, up to 1 minute 


You fly up to 60 feet in the air and unleash a volley of blue 
energy blasts. 

At the beginning of each round you maintain concentration 
on this spell, each creature in a 60 foot cone must make a 
Dexterity saving throw. A creature takes 2d6 force damage on 
a failure, or half as much on a success. 

While concentrating on this spell you can move as youlre 
flying, but your movespeed is halved and you can only move 
in the opposite direction of the cone. When this spell ends, 
you fly back to the ground. 

When you cast this spell using a spell slot of 7th or higher, 
the spell's cone increases by 10 feet and the damage 
increases by 1d6 for each slot level above 6th. 


Gop oF DESTRUOTION'S WRATH 
7th level evocation 


Casting Time: 1 Action 
Range: Self (60 foot radius) 
Components: V, S 
Duration: Instantaneous 


Your body become surrounded with shimmering energy 
before exploding into dozens of energy projectiles. AII 
creatures within 60 feet of you must make a Dexterity saving 
throw. A creature takes 12d6 force damage on a failed save, 
or half as much on a success. 

When you cast this spell using a spell slot of 7th level or 
higher, the damage increases by 2d6 for each slot level above 
6th. 


METAMORAN FUSION DANCE 
7th level transmutation (ritual) 


Casting Time: 1 Round 

Range: Self 

Components: V, S 

Duration: Half an Hour (30 minutes) 


You and a willing partner within 5 feet of you perform a 
precise dance that attunes your energies together. The 
partner does not need to be able to cast spells, but must be of 
the same level as you are. As a part of casting this spell, you 
and your partner must make a Charisma (Performance) roll. 
The effects of the fusion are determined by the combined 
total of the rolls and are detailed below. 

Additionally, all successful fusions follow these rules: 


* Imperfect fusions have the higher of the two hit points 
maximums of the participants. 

* Perfect fusion has your current hit points plus your 
partner's current hit points. 

* The fused being has all of the powers you and the other 
creature know and knows or has prepared any spells you 
or the other creature possesses (if any) 

* Allfeats, racial abilities, and class features are pooled (if 
both creatures have the same ability, the fused being gains 
it only once) 

* The fused being uses the higher Hit Dice of the 
participants. 

* You decide what equipment is absorbed into the fused 
being and what equipment remains available for use. 
These fused items are restored once the power ends. 

*. You and your fusion partner appear in an area adjacent to 
you that you determine. If separation occurs in a cramped 
space, the other creature is expelled through the Astral 
Plane, finally coming to rest materially in the nearest 
empty space and taking 1d6 points of damage for each 10 
feet of solid material passed through. 

* Damage taken by the fused being is split evenly between 
you and the other creature when the power ends. You do 
not leave the fusion with more hit points than you entered 
it with, unless you were damaged prior to the fusion and 
the fused being was subsequently healed 

* You manifesta set of metamoran clothing and wear it as 
part of the fusion regardless of if it is imperfect or perfect. 


Fusion DANCE PERFORMANCE 


Performance 
Roll Total Effect 


10 or Lower The fusion fails entirely and the spell used in 
the process is lost. Additionally, both 
participants are knocked prone and take 
2d10 force damage. 


11t0 20 You perform the fusion improperly, reulting 
in an imperfect fusion. This fusion is 
overweight and takes the lowest stats of 
each participant. 


21t030 You perform the fusion improperly, resulting 
in an imperfect fusion. This fusion is 
underwieght and takes the lower physical 
stats (Dexterity Constitution, and Strength) 
of the participants and the higher mental 
stats (Charisma, Intelligence, and Wisdom) 
of the participants. 


31or You perform the fusion property and your 

Higher power is not only combined, but 
significantly magnified. For each of the six 
ability scores, the fused being's score is the 
higher of yours and the other creature's. The 
fused being uses the better saving throws, 
attack bonuses, and skill modifiers of either 
member. 


SPIRIT EXCALIBUR 
7th level Evocation 


Casting Time: 1 action 
‘Range: Self (30-foot line) 
Components: V, S 
Duration: Instantaneous 


You create a massive golden sword of shimmering energy 
and slam it down. 

Each creature in a line 5 feet wide and 30 feet long must 
make a Dexterity saving throw. A creature takes 10d10 
Radiant damage on a failed save, or half as much damage on 
a successful one. Additionally, the next attack roll made 
against all creatures hit by the spirit excalibur have advantage 
until the start of your next tum due to the shimmering light 
left behind by the Spirit Excalibur. 

When you cast this spell using a spell slot of 8th level or 
higher, the damage increases by 1d8 and the range increases 
by 20 feet for each slot level above 7th. 


CANDY BEAM 
8th level Transmutation 


Casting Time: 1 Action 

Range: 30 feet 

Components: V, S, M (A piece of candy) 
Duration: Instantaneous 


You let loose a pink beam of energy at a single target within 
30 feet of you. If the targets body is made of flesh, it must 
make a Constitution saving throw. 

On a failure, it is turned into a piece of Candy and is 
subjected to the Petrified condition for the duration. On a 
successful save, the creature isn't affected If the target is not 
made of flesh, such as a Construct, they have disadvantage on 
their saving throw. If the target is an inanimate object, up to 
30 feet of it is turned into candy. For example, turning 30 feet 
ofa city wall into a massive bar of chocolate or turning a 
pillow into a gumdrop. 

A creature Petrified by this spell must make another 
Constitution saving throw at the end ofits next turn. If it 
successfully saves against this spell, the creature is no longer 
Petrified, but remains as a piece of candy and its size is 
considered Tiny for the duration. Beyond this, they can still 
take actions such as casting spells and attacking as normal, 
but their movement is reduced to 5 feet per round. At the end 
of each of their turns, they can make another Constitution 
saving throw, ending the effect on a success. 

If the creature is physically broken while petrified, it suffers 
from similar deformities if it reverts to its original state. If the 
target remains petrified for 3 rounds, the creature is turned 
into a piece of candy until the effect is removed. You can use 
an action to eat a character permanently turned to candy by 
this effect. If you do so, you learn all spells they know. 

After 24 hours, you spit the creature up and they return to 
their original form with half of their maximum hit points and, 
if they could cast spells, all of their spell slots up to Sth level 


Gon KAMEHAMEHA 
8th level Evocation 


Casting Time: 1 action 
Range: Self (150-foot line) 
Components: V, S 
Duration: Instantaneous 


You create a bright blue ball of godly energy in your hands 
and fire it as a powerful beam. 

The beam travels in a line 15 feet wide and up to 150 feet 
long in a direction you choose. Each creature in the line must 
make a Dexterity saving throw. A creature takes 10d8 Force 
damage and 6d8 Radiant damage on a failed save, or half as 
much damage on a successful one. A creature reduced to 0 
hit points by the God Kamehameha is vaporized instantly and 
creatures not reduced to 0 hit points struck by it suffer 
horrible burns from the divine energy. If they fail their 
Dexterity saving throw by 5 or more, they suffer one level of 
exhaustion. 

The spell stops if it hits a solid object or structure, but 
continues through creatures. This spell does double damage 
to objects and structures. If the spell destroys an object or 
streture in its way, it continues instead of stopping. 

When you cast this spell using a spell slot of 9th level, the 
Radiant damage increases by 2d8 and the range increases by 
50. 


TEN TIMES KAMEHAMEHA 
8th level Evocation 

Casting Time: 1 action 

Range: Self (150-foot line) 
Components: V, S 

Duration: Instantaneous 


You create two deep red balls of highly condensed energy 
in your hands, bring them together, and fire them as a single 
devastating beam. 

The beam travels in a line 15 feet wide and up to 150 feet 
long in a direction you choose. Each creature in the line must 
make a Dexterity saving throw. A creature takes 10d8 Force 
damage on a failed save, or half as much damage on a 
successful one. A creature reduced to 0 hit points by the Ten 
Times Kamehameha is vaporized instantly. Additionally, any 
creature struck by the Ten Times Kamehameha must make a 
Constitution saving throw. On a success, nothing happens. 
On a failure, a creature is Stunned for up to one minute. A 
creature can repeat its Constitution saving throw at the end 
of each of its turns, ending the effect on a success. 

The spell stops if it hits a solid object or structure, but 
continues through creatures. This spell does double damage 
to objects and structures. If the spell destroys an object or 
streture in its way, it continues instead of stopping. 

When you cast this spell using a spell slot of 9th level, the 
damage increases by 2d8 and the range increases by 50. 


Bic BANG KAMEHAMEHA 
9th level Evocation 


Casting Time: 1 action 
Range: Self (120-foot Cone) 
Components: V, S 
Duration: Instantaneous 


You put your hands in front of you and create a large ball of 
bright blue energy before unleashing it in a wide cone. Each 
creature in a 120 foot cone must make a Constitution saving 
throw. A creature takes 30d8 Force damage on a failed save, 
or half as much damage on a successful one. A creature 
reduced to 0 hit points by the Big Bang Kamehameha is 
vaporized instantly. 

The spell stops ifit hits a solid object or structure, but 
continues through creatures. This spell does quadruple 
damage to objects and structures. If the spell destroys an 
object or streture in its way, it continues instead of stopping. 


HAKAI 
9th level Necormancy 


Casting Time: 1 action 
Range: 5 feet 
Components: V, S 
Duration: Instantaneous 


You raise your palm towards a single creature and blast 
them with the energy of destruction, utterly erasing them 
from existence. 

Make a melee spell attack. On a hit, the target takes 30d6 
Necrotic damage and must make a Constitution saving throw. 
Ona success, nothing happens. On a failure, the creature 
takes an additional 20d6 force damage. If a creature is 
reduced to O hit points by this spell, it and everything it is 
wearing or holding is completely erased from existence and 
can only be revived by a wish spell 


HUMAN EXTINCTION ATTACK 
9th level Evocation 


Casting Time: 1 action 

Range: 1 Mile 

Components: V, S 

Duration: Concentration, up to one minute 


You raise your arm and a violent, swirling aura surrounds 
you before exploding into hundreds of small energy attacks 
that scatter all across the world 

Make a ranged spell attack against up to 12 creatures in 
range for every turn you retain concentration. On a hit, a 
creature takes 1d10 force damage. You can direct the attacks 
at the same target, at different ones, or roll your attacks at 
random. 

While concentrating on the Human Extinction attack, you 
cannot move from the spot you cast it at. 


METEOR ExPLOSION 
9th level evocation 


Casting Time: 1 Action 
Range: 5 feet 
Components: V, S 
Duration: Instantaneous 


When you cast this spell, you make 3 unarmed strikes 
against a single target within 5 feet of you. Each unarmed 
strike deals an additional 1d8 Force damage on a hit and, so 
long as one hits, the targets body gets flooded with your Ki 
and rises off the ground 10 feet. An electric blue aura 
surrounds them, causing immense pain and paralyzing them 
before it exlodes. The target takes 20d8 force damage and 
each creature within 60 feet must make a Dexterity saving 
throw or take the same damage and be knocked prone from 
the force of the explosion, or half as much and not knocked 
prone on a success. You are immune to this damage. A 
creature reduced to O hit points by the Meteor Explosion is 
vaporized instantly. 

Additionally, the explosion from this spell can heard up to 1 
mile away. 


OMEGA BLASTER 
9th level evocation 


Casting Time: 1 Action 
Range: 150 feet 
Components: V, S 
Duration: Instantaneous 


You create a small ball of dense green energy and launch it 
ata point within range. Halfway through it's travel, it 
transforms and becomes a massive ball of energy 60 feet 
wide. All creatures in its path must make a Dexterity saving 
throw or take 10d6 force damage and become Paralyzed and 
enveloped in the blast, moving with it as it travels. Each 
creature within 100 feet of where the blast lands must make 
‘a Dexterity saving throw. A target takes 15d6 force damage 
ona failed save or half as much on a success. A paralyzed 
creature enveloped by the blast automatically fails their 
saving throw. A creature reduced to 0 hit points by the 
Omega Blaster is vaporized instantly. 

This spell destroys all structures in its path and in the 
explosion. 


PLANET CRUSHER 

9th level evocation 

Casting Time: 1 Action 

Range: Self (100-foot line) 
Components: V, S, M (a meteorite) 
Duration: Instantaneous 


You raise your arms and summon forth a massive ball of 
green energy 120 feet wide and launch it at a point within 
range. Each creature within range musut make a Dexterity 
saving throw. A target takes 30d6 force damage on a failed 
save or half asmuch damage on a success. A creature 
reduced to 0 hit points by the Planet Crusher is vaporized 
instantly. A creature who fails their saving throw by 5 or more 
takes double damage. 

This spell destroys all structures in its path and in the 
explosion. 


SPHERE OF DESTRUCTION 
9th level evocation 


Casting Time: 1 Action 
Range: 500 feet 
Components: V, S 
Duration: Instantaneous 


You create a ball of energy resembling a newborn star and 
launch it at a point within range. Each creature in a 100 foot 
radius must make a Dexterity saving throw. A creature takes 
20d6 Force damage on a failed save, or halfas much on a 
success. A creature who fails their saving throw by 5 or more 
must make an additiona Constitution saving throw. A 
creature takes an additions 10d6 Necrotic damage on a failed 
save, or half as much on a success. A creature reduced to 0 
hit points by the Shere of Destruction is erased from 
existence and can only be brought back by a Wish spell or 
divine intervention. 


SUPERNOVA 
9th level Evocation 


Casting Time: l action 
Range: 150 feet 
Components: V, S 
Duration: Instantaneous 


You create a massive ball of destructive Ki and throw it ata 
point within range. Each creature in a 120-foot-radius sphere 
centered on that point must make a Dexterity saving throw. A 
target takes 1046 Force damage and 10d6 Fire damage on a 
failed save, or half as much damage on a successful one. 

This spell does double damage to objects and structures. 
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